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� 
hroughout history, across all cultures, tales have 

IB Been told of vile creatures that defied death and 

)/remained among the living beyond their natural 

lifespans. It is no wonder that undead such as vampires, 

liches, ghosts, ghouls, and mummies have played such 

a vital role in the history of fantasy literature-and by 

extension, fantasy roleplaying games. 

From mindless zombies and skeletons to ingenious 

and sinister vampires and liches, the undead can be found 

in all corners of the Inner Sea region and beyond. Their 

depredations are most strongly associated with nations 

such as haunted Ustalav, mummy-cursed Osirion, and 

undead-ruled Geb, but even bastions of goodness like 

Andoran, Mendev, and Lastwall hold countless undead 

threats for adventurers of all levels. This book presents is 

unique undead creatures found in the Inner Sea region, 

detailing their backgrounds and motivations, their 

Pathfinder RPG statistics, and their bases of operations. 

Haunts 
Many of the undead lairs in this book contain haunts, 

residual necromantic effects left over from extreme 

suffering or horrific deaths at specific locations. Haunts 

are similar to traps in that their specific effects must be 

triggered, often by a creature entering a specific location. 

Game Masters are encouraged to accentuate the eerie nature 

of haunts prior to their manifestation, allowing characters 

to attempt Perception checks to notice something strange 

and giving them a chance to channel positive energy to 

avoid haunts' effects. The full rules for haunts can be found 

on page 242 of the Pathfinder RPG GameMastery Guide. 

featured Uodead 
Countless undead creatures inhabit the Pathfinder 

campaign setting, and the following unique examples 

have been selected for inclusion in this book. 

Arantaros (Ravener, CR 20): The blue dragon 

Arantaros hoped for eternal life through alchemy, but 

failing to uncover the secrets of the sun orchid elixir and 

being too proud to steal them, he made a bargain with 

a demon lord to extend his life as a ravener. (Written by 

Todd Stewart.) 

Arnlaugr the Fearless (Draugr, CR 14): A former Ulfen 

monster hunter, Arnlaugr the Fearless fell into a sinister 

rusalka's trap while hunting a legendary water orm in 

the Ironbound Archipelago. (Written by Jerome Virnich.) 

Erum-Hel (Mohrg, CR 23): Known as the Lord ofMohrgs, 

Erum-Hel was defeated by the then-mortal Iomedae 

during the Shining Crusade against the Whispering 

Tyrant. Erum-Hel is now singularly focused on exacting 

revenge upon the Inheritor. (Written by Todd Stewart.) 

Imaloka Ghalmont-Neverhome (Banshee, CR 22): 

When the Worldwound engulfed Sarkoris, the pleasure 

palace known as the House of Reflections sank to the 

bottom of the lake on which it once floated, and all souls 
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within perished. Among them was the Forlorn elven 

hostess Imaloka Ghalmont-Neverhome, who now rules the 

sunken manor as a banshee. (Written by Mark Moreland.) 

Jolanera (Nightwing, CR 17): Deep beneath the Isle of 

Terror lurks the nightwing Jolanera, who hopes to expand 

the influence of the Well of Sorrows and engulf the world 

in darkness. (Written by David N. Ross.) 

Meyi Pahano (Lich, CR 13): From her mountaintop 

astrological observatory in the Sodden Lands, the lich 

Meyi Pahano works to build a gateway to the undead 

planet of Eox. (Written by Adam Daigle.) 

Mirik the Drowned (Ghast, CR 3): When the Puddles 

district sank beneath sea level and flooded, among the 

many who died was the serial killer Mirik, who returned 

to unlife as an aquatic ghast. (Written by Jerome Virnich.) 

Mother Comfort and Poor Eledia (Allip and Attic 

Whisperer, CR3 and CR4): When the mistress ofan Isgeri 

orphanage brought about the death of one of her charges, 

the victim returned as an attic whisperer and eventually 

drove her killer to commit suicide. Now both haunt the 

abandoned building. (Written by Jerome Virnich.) 

Ordellia Whilwren (Ghost, CR 10): The murdered 

cofounder of Magnimar, Ordellia now haunts the city 

district that bears her name, attempting to help those good 

inhabitants who need her aid. (Written by Adam Daigle.) 

Prince Kasiya (Vampire, CR 12): Osirion's Prince Kasi ya 

was a failure in life, but in undeath he seeks revenge on 

his nemesis, Count Varian Jeggare. Prince Kasiya features 

prominently in the Pathfinder Tales novel KinlJ of Chaos. 

(Written by Dave Gross and Mark Moreland.) 

Razinia (Ghul, CR 7): Cursed by undeath and tied to 

the oasis where she betrayed her jann tribe, Razinia now 

lures victims into her grasp by operating a caravanserai, 

employing unwitting allies in her sinister schemes. 

(Written by David N. Ross.) 

Rudrakavala (Devourer, CR 15): Worshiped as an avatar 

of a Vudrani deity of destruction, the mystic devourer 

Rudrakavala aims to bring the forces of the border 

between the Shadow Plane and the Negative Energy Plane 

to Golarion. (Written by Jerome Virnich.) 

Seldeg Bhedlis (Graveknight, CR 18): One of the elite 

Knights of Ozem sent into the heart of Geb to retrieve 

Arazni's stolen body, the paladin Bhedlis soon fell and 

was raised as a graveknight to serve the Harlot Queen. 

(Written by David N. Ross.) 

Walkena (Mummy, CR 16): The mummified child-god 

Walkena rules the Mwangi city of Mzali, worshiped by his 

subjects as a spirit of the sun and feared by outsiders for 

his ruthless xenophobia. (Written by Adam Daigle.) 

Wight Mother oflsger (Daughter ofUrgathoa, CR 19): 

A scion of undeath blessed with power by the Pallid 

Princess herself, the Wight Mother of Isger rules the 

town of Finder's Gulch, from which she plans to spread 

disease and ruin throughout the region. (Written by 

Todd Stewart.) 



Arautar�s 

/(L� ords of the desert, blue dragons are feared for their 

(g\ IJOWer and intelligence, qualities only enhanced 

when they embrace undeath, as in the case of 

Thuvia's ancient blue ravener, Aran taros. Undead for more 

than 5 centuries, Aran taros hunts northern Garund's deserts 

and portions of the Mwangi basin from his lair in the 

Barrier Wall, empowering himself with his victims' souls. 

Undeath was not an end in itself for Arantaros, but only a 

tool to unshackle his ambition from mortality's constraints. 

While he is now feared for his cunning and quickness 

to anger, in life Arantaros was widely known for his 

learnedness more than anything else. Yet as he grew 

old-even by draconic standards-he became obsessed 

with his own mortality. This obsession reached its climax 

in the aftermath of an aerial duel with the brass dragon 

Keskasindrian in 4173 AR. Although Arantaros slew her, 

the grievous wounds she inflicted on him rattled him 

deeply. In the decades that followed, he sought a method 

to ensure his everlasting life, consulting scholars across 

Garund and thrice bidding on Thuvia's renowned sun 

orchid elixir-but he failed to obtain the coveted draught 

all three times. 

After his third failure, Arantaros took human form under 

the veil of illusion and traveled to Sothis to pore over the 

alchemical lore held within the libraries there. While in 

the Stormhaven of Osirion, the dragon encountered the 

glabrezu Nuremliath (NE female glabrezu conjurer 10), 
also masquerading as a mortal. A servitor of the Abyssal 

Lord Haagenti, the demonic patron of alchemy, she offered 

Aran taros the rituals necessary to slough off his mortality 

with the Lord ofTransformation's patronage. Haagenti saw 

a powerful and desperate tool in Arantaros, and offered 

the dragon his terms: in exchange for the immortality 

of undeath, Aran taros would destroy his hoard, willingly 

disperse his entire alchemical library to others (with the 

added condition that he leave those recipients unharmed 

during their natural lifespans), and likewise disperse every 

book he procured or discovery he made in undeath to 

others within a year. The dragon agreed. 

Arantaros has since sought to further his scholarship 

while hiding any evidence that he is now a fleshless 

draconic skeleton surrounded by the reek of ozone, a cloud 

of swirling spiritual energy, and a flickering electrical 

corona. He has largely succeeded; he remains connected 

to other alchemical scholars via intermediaries, and owing 

to the dangerous environment in his territory, many of his 

attacks are blamed on other threats and natural hazards. 
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Having failed in his attempts to purchase sun orchid 

elixir, Arantaros obsesses over the alchemist Artokus Kirran, 

creator of the elixir, marveling at the alchemist's triumph 

and screaming with fury at his own shortsighted embrace 

of undeath. If Aran taros had replicated the elixir in time, 

he would never have needed to submit to Haagenti's 

conditions or tether himself to undeath's flaws. Arantaros 

considers undeath a stopgap added to his alchemical 

arsenal to give him the time required to secure a purer 

form of immortality-most importantly, immortality that 

does not require abasement to a demon lord. Of course, 

Haagenti likewise sees Arantaros as nothing but a tool. 

Arantaros has never contemplated assaulting the Citadel 

of the Alchemist and forcibly taking the draught and its 

formula, partly out of genuine respect for Artokus Kirran, 

and partly because that would be an admission of his own 

inability to discover a secret that he knows to exist, which 

his draconic pride prevents that. Intent of recreating the 

elixir, Aran taros gathers sun orchids through a network of 

merchants, desert tribespeople, and Ferun Korhim (N male 

human rogue 7), one ofThuvia's Water Lords. 

To spread his alchemical discoveries, Arantaros relies 

on a number of mortal proxies, foremost among them the 

Merabian alchemist Nincia (LE female human alchemist 

12). Nincia is unaware of the ravener's true nature; she has 

never met Aran taros in person, instead corresponding with 

him via a courier. While the flow of information is almost 

entirely one way, the alchemist does supply Arantaros 

with parcels of rare reagents and unwittingly sends him 

occasional meals in the form ofhired caravans directed to 

specific points where the ravener awaits them. 

Despite his seclusion, Aran taros has enemies, including 

Keskasindrian's children, Kekisuli (NG female young adult 

brass dragon) and Herifax (NG male young adult brass 

dragon); Qalhata (LG female human paladin 11), a Qadiran 

Sarenite searching for the ultimate origin of an alchemical 

plague that struck western Osirion; and most powerful of 

all his rivals, the great blue wyrm Deyrubrujan who likewise 

obsesses over the sun orchid elixir. 

ARANTAROS CR 20 

XP 307,200 

Male anc ient b l ue  d ragon ravener (Pathfinder RPG Bestiary 94, 

Pathfinder RPG Bestiary 2 230) 

LE Ga rgan tuan  undead  (ea rth) 

lnit +3; Senses b l i ndsense 1 2 0  ft . ,  da rkvi s i on  240 ft . ; 

Pe rcept ion +42 



Aura cower i ng  fea r, e l ect r i c i ty (1 0 ft . ,  2d6 e lect r i c i ty), 

f r i gh t fu l  p resence (300 ft., DC 30) 

DEFENSE 

AC 41 ,  to uch 9, f lat-footed 41 (+4 def lect ion ,  -1 Dex, 

+32 natu ra l ,  -4 s i ze) 

hp 324 (24d8+2 1 6) 

Fort +22, Ref + 1 5, Wil l  +2 1 

Defensive Abil it ies channe l  res istance +4, sou l  ward (24 h p); 

DR 1 5/good; Immune electr i c ity, undead tra its; SR 3 1  

OFFENSE 

Speed 40 ft . , bu rrow 20 ft . , f ly 250  ft .  (c l umsy) 

Melee b i te +35 (4d6+2 1/1 9-20), 2 c l aws +34 (2d8+1 4), t a i l  

s l a p  +32  (2d8+2 1 ), 2 w ings  +32  (2d 6+7) 

Space 20 ft . ;  Reach 15 ft .  (20 ft .  with b i te) 

Special Attacks breath wea pon (1 20 -ft .  l i ne, 20d8 e l ect r i c i ty 

p lus 2 negat ive l eve ls, Ref lex DC  32 ha l f, usab le every 1 d 4  

round s), c rush ,  desert  t h i rst ( D C  30), m i rage,  sto rm breath 

(DC 30, 20d8 e l ect r i c i ty), ta i l  sweep 

Spel l -L ike Abi l it ies (CL 24th; concentrat i o n  + 32) 

At w i l l-ghost sound (DC 1 8), hallucinatory terrain (DC 22), 

minor image (DC 20), veil, ventriloquism 

Spel ls Known (CL 1 6th; concentrat ion +24) 

6th-analyze dweomer, true seeing 

5th-contact other plane, magic jar (DC 23), nightmare 

(DC 23), sending 

4th-arcane eye, discern lies (DC 22), freedom of movement, 

greater false life"M, greater invisibility, stoneskin 

3 rd-arcane sight, displacement, gaseous form, haste, 

heroism, nondetection, seek thoughtsAP0 (DC 2 1 )  

2nd-ablative barrier"', aid, alter self, barkskin, 
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eagle's splendor, kinetic reverberation (DC 20)"', 

transmute potion to poisonAPG 

1 st-comprehend languages, crofter's fortuneAP6, 

expeditious retreat, identify, illusion of calm (DC 1 9)"', 

shield, true strike 

STATISTICS 

Str 39, Dex 8, Con -, Int  24, Wis 25, Cha 26 

Base Atk +24; CMB +42 ;  CMD 55 (59  vs .  t r i p) 

Feats Abi l i ty Focus (b reath wea pon), B rew Pot ion,  Combat 

Cast ing, Extend Spe l l , Hover, Imp roved Cr i t i ca l (b i te), 

Imp roved I n i t ia t ive, L i gh tn i ng  Ref lexes, Mu l t ia t tack, S ki l l  

Focus (Craft [a l chemy] ), Tough ness, Weapon Focus (b i te) 

Ski l ls  Appra i se +31 ,  B l uf f  +32, Craft (a l chemy) +37, 

D i p l omacy +32, D i sgu i se  +23, F l y  +1 2, I n t im idate +43, 

Knowledge (a rcana) +34, Knowledge (geography) +1 9, 

Knowledge (h i story) +31 ,  Knowledge (p l anes) +1 9, 

Percept i on  +42, Sense Mot ive +34, Spe l l c raft +34, 

Stea l th  -5, Use Mag i c  Device +20 

Languages Abyssa l ,  Anc ient  Os i r i an i, Common, Dracon i c, 

Dwarven, G no l l , Os i r i an i ,  Te rra n 

SQ a l chem i ca l  s pe l l ca s t i ng  

SPECIAL ABILITIES 

Alchemical  Spel lcasting (Su) Aranta ros's extens ive 

exper ience with a l chemy a nd  h i s  ba rga i n  with Haagent i 

have a l tered his s pe l l cas t i ng ab i l i ty. Aranta ros can 

spontaneous ly  cast spe l l s  a s  a 1 6t h - l evel so rcerer, 

bu t  uses the a l c hem is t 's extracts per  day progress ion 

(adjusted by h i s  Char i sma mod i fi e r) to determ i n e  how 

many spe l l s  he knows, and  he can lea rn  on l y  spe l l s  f rom 

the a l chemis t  spe l l  l i s t .  



ARANTAROS'S LAI R  
Burrowed deep into Thuvia's Barrier Wall, Arantaros's lair is 

an expansive series oflaboratories, libraries, and workshops. 

The dormant volcano in which the lair is situated still 

frequently vents natural gases, providing a perfect cover 

for the emissions of the ravener's alchemical experiments. 

1 .  D isgu ised Entrance 
The ground floor entrance to Arantaros's lair is a small 

crevice at the bottom of an imposing, So-foot-high vertical 

cliff face. The entrance is disguised by a mirane arcana 

spell, which makes it appear to be an unbroken expanse 

of flat rock. A successful DC 24 Will save is required to 

disbelieve this glamer. A nondescript series of sandstone 

rocks marks the entrance, though a character who succeeds 

at a DC 24 Knowledge (geography) check identifies the 

formation as intentional. The entrance is also protected 

by a permanent symbol ef stri.feuM. All creatures that pass 

through the threshold without first dispelling the symbol 

are compelled to attack the nearest conscious creature for 

13 rounds, even after leaving the symbol's area of effect. 

2. O rch id  Ba lcony 
Visible only from above, this outcropping hangs 60 feet 

above the desert and acts as a secondary entrance into the 

ravener's lair. A double door in the rear of the balcony 
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opens into a winding tunnel that leads deep into the cliff 

face, and stairs descend the interior of the cliff to area i. 

3. Ma in  Rotunda 
The stone floors of  this circular room are weathered 

by centuries of wear, and deep claw marks mar their 

otherwise smooth surface. Along the eastern wall is a 

small cauldron filled with murky liquid. The object is a 

cauldron of transmutation, which Aran taros uses to create 

magical reagents that are otherwise unavailable to him. 

PRICE 
33,000 GP 

WEIGHT 15 lbs .  

AURA s t rong transmutat ion 

This smal l  brass cau ld ron i s  eng raved with a rcane ru nes, and its 

bottom is  b l ackened by f ire. To funct ion, the cau ld ron  must be 

fi l l ed  with pu re water and heated from be low. When any two 

pot ions a re emptied into the cau ldron, they a re transmuted into 

a s i ng l e  pot ion, the spe l l  level of wh ich must be equa l  to or  

lower than that of the component  pot ion with the lower spe l l  

leve l .  The user of the ca u l d ron  must des ignate wh ich pot ion 

is to be created when the p rocess beg ins .  The ent i re p rocess 

takes 1 m i n ute per spel l level of the pot ion being created .  

CONSTRUCTION REQUIREMENTS I COST 1 6,500 GP  

Craft Wond rous  I tem, polymorph any object 



4. A lchemica l  L ibrary 
This wide hall leads to six identical antechambers that are 

crammed full of alchemical reagents, potions, and exotic 

herbs. At the rear of the hall stand two enormous metal 

statues. These are actually inert adamantine golems, created 

by Arantaros to guard the most expensive of his chemical 

reagents. The golems activate if any creature enters the hall 

without first speaking a passcode that only the ravener knows. 

The golems are imbued with permanent true seeing, which 

prevents Arantaros's library from being burgled by thieves 

using cheap glamers. 

The library contains a wealth of information, and the 

books within are worth hundreds of thousands of gold 

pieces to alchemists throughout the Inner Sea region. 

There is a chance equal to 80% - the spell's level that any 

alchemist formula can be located within the tomes with 

l hour of searching per spell level of the desired formula. 

ADAMANTINE  GOLEMS (2) CR 19  

XP 204,800 each 
hp 205 each (Pathfinder RPG Bestiary 2 1 3 4) 

5 .  Spira l  Athenaeum 
This circular pit was once a massive volcanic flue, though 

over the course of the past century Aran taros has turned 

the space into an enormous library. Book-filled shelves 

are carved into the volcanic rock, and a narrow staircase, 

only 5 feet wide, spirals 60 feet down into darkness. The 

collection of tomes here is priceless, though many can be 

reached only using the power of flight, and most are in 

esoteric languages. 

The spiral athenaeum was largely built by a labor force 

of demonic underlings, which were provided by Arantaros's 

demonic patron, Haagenti. Many demons perished in the 

construction of the library-some fell into the blackness 

of the pit, others were victims of Arantaros's violent 

impatience, and even more fell beneath the relentless lashes 

of their Abyssal slave driver's whips. The collective stress of 

the demonic laborers still lingers in this space as a haunt. 

DEMON SLAVES CR 20 

XP 307,200 

NE  pers is tent haun t  

Caster Level 1 3th 

Notice Percept ion DC 35  (to hea r  the fea r fu l  mu rmu r i ng  of a 

h u nd red demon i c  voices) 
hp 90, Trigger p rox im i ty; Reset 1 hou r  

Effect When the h aunt t r i gge rs, every creat u re i n  the a rea i s  

compe l l ed  to fa l l  prostrate on  the g round and  takes a b i l i ty 

damage, a s  the spe l l  overwhelming presence (Wi l l  DC 27 

negates) . Affected creatures must  rema i n  p rostrate unt i l  

they muster the wi l l  to f lee .  

Add i t i ona l l y, c reatures i n  the haunt's a rea fee l  the s t i ng  

of the demon i c  master's l a shes .  Wh i p  cuts appea r  o n  the 

backs of a l l  t he  affected creatu res, a s  the moss inflict 
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critical wounds spe l l  (Wi l l  DC 22 ha l f) . Th i s  effect dea l s  

4d8+1 3 po i nts of damage each rou nd  that  the creatu res 

rema i n  in the a rea .  

Destruction The demon ic  ove r l o rd (a ba lo r  named 

Gephgezrexet) must be dest royed i n  the Abyss, end i ng  

the res i dua l  torment h i s  wh i p  aff l i cted upon  the sou l s  

haun t i ng  the l i b ra ry. 

6. Ma in  Laboratory 
This circular chamber features more than a dozen large 

glass cylinders around the perimeter, a massive cauldron in 

the center, and workbenches full of alchemical equipment. 

Dozens of diagrams, written in charcoal paint on thick 

parchment, are fixed to the walls. A successful DC 20 

Craft (alchemy) check reveals that many of these diagrams 

display the sun orchid in various stages of dissection, 

along with its chemical composition. A successful DC 21 

Knowledge (dungeoneering) check reveals that the glass 

cylinders along the walls are filled with oozes in various 

states of gestation. Agents of the demon lord Haagenti, 

who act as messengers between Arantaros and his Abyssal 

patron, generally occupy the laboratory. 

VROLIKAI DEMONS (2) CR 19  

XP 204,800 each 
hp 332 each (Pathfinder RPG Bestiary 2 81 ) 

7. P lanetar ium 
This huge dome measures 100 feet in diameter, and arcs to 

a height of8o feet. The chamber is enchanted with several 

permanent programmed images; some show Golarion's solar 

system in motion, while others display images of the various 

planes. When triggered, these programmed images create 

luminous balls oflight that float through the air, displaying 

the relationships between the different bodies. 

This is where Arantaros spends most of his time, 

soaring amid the cosmic projections as he contemplates 

new experiments. If confronted here, the ravener uses 

his knowledge of the illusory projections to make the 

battleground as confusing as possible for his opponents. 

When in the planetarium, Arantaros can change the 

displayed projection as a swift action. The sudden burst of 

light and shape is disorienting, causing all living creatures 

in the planetarium to be dazzled for ld4 rounds. With a 

successful DC 21 Reflex save, creatures avert their eyes in 

time, negating the effect. 

The floor of the planetarium contains a secret 

compartment, veiled by strong illusory and mundane 

disguises (Perception DC 45 to locate), in which Arantaros 

keeps a number of valuable scrolls procured by his agents 

and hidden from Haagenti's servitors beyond the year limit 

Arantaros is permitted to keep any single item within his 

hoard. The nature of the scrolls and other magic items 

here are left up to the GM, but they should total between 

100,000 and 200,000 gp in value. 



r tl)e fearless 

A. rnlaugr the Fearless was once the epitome ofUlfen 

(g\lJ prowess. A hero of great renown throughout the 

_ ,,, frozen north, he was one of the fiercest monster 

hunters the Land of the Linnorm Kings had ever seen. 

Equally adept at survival and combat, Arnlaugr hunted 

game other adventurers wouldn't dare stalk. This solitary 

man would disappear into the frigid tundra for months on 

end, returning to Kalsgard only after he had secured the 

head of his prey. If the tales are to be believed, the ranger 
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successfully bagged troll champions, young dragons, and 

even a frost giant. Though his exploits made him a living 

legend who was toasted and courted in every Ulfen city, 

Arnlaugr was not suited to urban life. After the thrill of 

his latest conquest inevitably wore off, he would once 

again grill travelers about rumors of dangerous beasts at 

the edges of the world. His final-and fatal-foray sent 

him to the placid waters of the remote Black Tarn in the 

Ironbound Archipelago. 

Black Tarn is a lake of still, inky water, nestled in the 

mountainous isle of Dragon's Rib. It's home to a water 

orm named Blackfin, whose head Arnlaugr aimed to add 

to his trophy collection. Arnlaugr trekked to the lake clad 

in his magical linnorm-scale armor and armed with his 

legendary dragon-bane sword, Rixbrand. Unfortunately for 

the Ulfen slayer, the depths of the tarn held more than 

just the ferocious magical beast. Though Arnlaugr was well 

prepared to face the fangs of the aquatic reptile, he was 

completely unprepared for the magical compulsions of 

the tarn's true master, the conniving fey temptress Valdis 

(CE female rusalka witch 9). With her sweet calls and soft 

skin, the fey witch lured the Ulfen warrior to his untimely 

demise in the cold depths of the tarn, then reanimated 

him as a draugr. Since then, Arnlaugr the Fearless has 

darkened the tarn's shores, serving as a new trophy to 

lure would-be undead hunters into Valdis's grasp, just as 

he was ensnared. 

Val dis prefers to keep herself hidden and her very 

existence a secret to all but a select few, leaving Blackfin 

and Arnlaugr to serve both as lures for potential victims 

and the muscle to dispatch prey when the time comes. 

Arnlaugr, being the most adept at traveling on land, patrols 

the slopes surrounding the tarn with a cadre of skeletal 

warriors made from the corpses of fallen heroes. If he 

encounters a party of eager adventurers, he either takes 

them prisoner or draws them to the tarn. Once they arrive, 

the fey witch makes her appearance, drawing the hapless 

souls into the water with her sickly sweet compulsions. 

Later, when Valdis tires of her thralls (or if the adventurers 

prove too strong for the draugr and rusalka's combined 

forces), Blackfin emerges from the depths to devour them. 

In Arnlaugr's day, many young Ulfen came to Black Tarn 

seeking the water arm's head and the fame that claiming 

it would bring. These days, adventurers come from across 

Golarion in search of the tarn's ever-increasing array 

of treasures. Over the centuries, Valdis has amassed a 

trove that rivals a dragon's, but as enticing those treasures 



may be, the tarn's biggest prizes are Arnlaugr's magical 

blade, Rixbrand, and his magical linnorm-scale armor. 

Discerning adventurers realize that many tombs are filled 

with jewels and gold, but having a weapon previously 

owned by one of Golarion's most legendary monster 

hunters would bestow fame beyond price. 

Though Amlaugr still wears his signature armor and 

wields his famed blade, Valdis considers both her property 

Uust as the draugr himself is), and she's ever watchful of 

what goes on within the grotto her servant calls home. 

Should he ever fall, she would take it upon herself to hunt 

down the adventurers who bested him-both to retrieve 

her treasures and to replace Arnlaugr. Valdis presents a 

much more dire challenge than Arnlaugr, and a party 

that defeats him is likely to make a new and powerful 

enemy in doing so. 

A common story about Black Tarn that hunters in 

towns throughout Ulfen lands tell is that there is a hidden 

entrance to Arnlaugr's grotto, one that would allow an 

adventuring party to surprise the draugr captain. In truth, 

Valdis has spread information of this hidden entrance in 

the hope that such whispered advice will lure susceptible 

adventurers within reach of her honeyed words and 

sinister machinations. 

ARNLAUGR THE FEARLESS CR 1 4  

XP 38,400 

Male draugr capta i n  ra nger  10 (Pathfinder RPG Bestiary 2 1 1 0) 

CE Med i um  undead (water) 

ln i t  +3; Senses da rkvis i on  60 ft . ;  Percept ion +1 9 

DEFENSE 

AC 25, touch 1 4, f lat-footed 21 (+7 a rmor, +3 Dex, +1 dodge, 

+4 natu ra l )  

hp 1 82 (1 3 H D; 3d8+1 0d 1 0 +1 1 4) 

Fort +1 7, Ref +1 3, Wil l  +1 1 

Defensive Abi l it ies evas i on; DR 5/b l udgeon i ng  or s l a sh i ng ;  

Immune undead  t ra i ts; Resist co ld 1 0, fi re 1 0  

OFFENSE 

Speed 20 ft . , sw im 20 ft .  

Melee Rixbrand +22/+1 7/+1 2 (2d6+1 2/1 7-20 p lus 1 negat ive 

leve l )  o r  

s l am +1 8 (1 d 1 0+9 p l u s  1 negat ive leve l )  

Ranged +2 huntsman"' composite longbow +1 7/+1 2/+7 

( 1d8+8/x3) 

Special Attacks combat s ty le  (two-handed  weaponAP6), 

favored enemy (d ragons  +6, fey +2, mag i ca l  beasts +2) 

Spel l -L ike Abi l it ies (CL 5th; concentrat ion +1 2) 

3/day-obscuring mist 

Ranger Spel ls  Prepared (CL 7th; concentrat i on  +1 0) 

3 rd-water walk 

2nd-barkskin, cat's grace 

1 st-entangle (DC 1 4), lead bladesAPG, longstrider 

STATISTICS 

Str 22, Dex 1 6, Con -, Int  1 6, Wis 1 6, Cha 24 

Base Atk +1 2; CMB +1 8; CMD 32 
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Feats C l eave, Dodge, E ndu r a n ce, F u r i o u s  FocusAPG, Im p roved 

C r i t i c a l  (g reatsword), Po i n t- B l a n k  S hot, Power Attack, 

S h i e l d  of Sw i n gsAPG, Tou g h ness, V i t a l  St r i ke, Wea pon  

Focus  (g reatsword) 

Ski l ls  C l imb  +1 3, I n t im i date +23, Knowledge (a rca na) +1 9, 

Knowledge (d ungeoneer i ng) +1 9, Knowledge 

(geography) +1 9, Knowledge (natu re) +1 9, Percept ion +1 9, 

Stea l th  +1 7, S u rv iva l  +1 9, Swim +1 6 

Languages Common (ca n't speak), Ska Id (ca n 't speak) 

SQ favored terra i n  (co l d  +4, water +2), h u nte r's bond 

(compan i ons), sw i f t  t racke r, t r a ck  +S ,  wea l th o f  

adventu r i ng,  w i l d  empathy +1 7, wood l and  s t r i de  

Gear + 3  cold resistance fjord linnorm hide armor, Rixbrand, 

+2 huntsman"' composite longbow with  20 a r rows, 

cloak of resistance +2, headband of alluring charisma +2, 

1 70 g p  

SPECIAL ABILITIES 

Wealth of Adventuring (Ex) Arn l aug r  was a famed 

adventu re r  i n  l i fe and  possessed a n umber  of powerfu l 

mag i c  i tems he co l l e cted a l o ng  h i s  trave l s, i n c l u d i n g  h i s  

i co n i c  l i n no rm h i de  a rmor, a m i g hty l o ngbow, and  h i s  

mag i ca l  sword, Rixbrand. H i s  wea l th i s  equ iva len t  to t ha t  

of a 1 3t h - l evel PC ,  wh i ch  i n c reases h i s  CR  by 1 .  

AURA moderate conj u rat ion and evocat ion 

A r n l a ug r's l e genda ry b l a de, 

Rixbrond, is a d o u b l e - s i ded  

b l a de  of fo l ded  b l u e  stee l ,  

i n t r i ca te ly eng raved with 

an c i en t  runes tha t  l i ght  up 

wi th  e l ec t r i c  f l ame  i n  the 

p resen ce of d r agonk i n d .  The 

h i l t i s  i n l a i d  w i th  ebony a n d  

wra pped  w i t h  s i l ve r  w i re; 

the pomme l  featu res two s i l vered d ragon  heads .  

Rixbrand i s  a + 3  wounding dragon-bane greatsword. 

When  the  b l a de  scores a c r i t i c a l  h i t  on a d ragon ,  t he  

d ra gon  heads  on  i t s  pomme l  sp i t  bo i l i ng  a c i d  i n to t he  

wou n d  hewn by the  b l a de .  T h i s  dea l s  a n  add i t i ona l  1 d 1 0  

po i nts o f  a c i d  d amage  a n d  1 d 1 0  po i nts o f  f i re d amage  

to t he  d ra gon .  R i xb ra n d 's w i e l de r  g a i n s  a +4 res i s ta nce 

bonus on  a l l  sav ing th rows aga i ns t  breath wea pons, s p e l l ­

l i ke a b i l i t i e s, a n d  s pe l l s  f r om  d ragon s .  

S i nce A rn l aug r's death,  seve ra l  d u p l i cates of t he  

l egenda ry sword have been  created .  T he se  b l ades  have 

been w ie l ded  by mercenar ies  and adventurers a l i ke, 

a l t hough  they tend to end  up in d ragon hoa rd s  when the i r  

wou l d -be d ragons l ayer w ie l ders t a ck l e  someth ing  beyond  

the i r  a b i l i ty to endu re even  w i t h  the b l ade  i n  hand-the 

same fa te  that befe l l  the o r i g i na l  sword i n  Arn l a ug r's hands .  

CONSTRUCTION REQUIREMENTS I COST 45,000 GP 

Craft Mag i c a l  Arms and A rmor, bleed, summon monster I 



ARNLAUG R'S LAI R  
Several of the caverns surrounding Black Tarn are flooded, 

making them perfect confines for subterranean and aquatic 

horrors alike. Caverns with openings to the surface, such 

as areas 1, lo, and 12, are dimly lit. All the other areas are 

completely dark, unless otherwise noted. 

1 .  Secret S inkho le  
Hidden within a thicket o f  dense undergrowth is a small 

sinkhole. A patch of foliage at the bottom of the 15-foot 

shaft thrives thanks to rainwater and sunlight from above. 

The ground of the cave floor slopes steadily downward to 

the northwest, eventually disappearing into inky water. 

2. The Brothers' Pool  
The water in this area is i foot deep, and several stalagmites 

jut upward from the floor here. Lying at the edge of the 

water are the remains of three Ulfen brothers who ventured 

into the caves in the hopes of destroying Arnlaugr. The 

eldest fell through the sinkhole and broke his legs, and as 

fear and despair set in, the three murdered one another. 

Now their vengeful spirits haunt this chamber as spectres. 

ADVANCED SPECTRES (3) CR 8 

XP 4,800 each 
hp 68 each (Pathfinder RPG Bestiary 256, 294) 

1 0  

3. Mohrg La i r  
This fetid den is filled with piles of bones from all manner 

of creatures. The water is only a few inches deep here, and 

the stench is overwhelming. 

Over the decades, many greedy souls have journeyed to 

the tarn in an attempt to claim Rixbrand-not all of them 

heroes. The creatures that now inhabit this area were sadistic 

murderers in life; Valdis has reanimated them as mohrgs. 

ADVANCED MOHRGS (4) CR 9 

XP 6,400 each 
hp 1 1 9  each (Pathfinder RPG Bestiary 208, 294) 

4. H igh Ground 
The ground rises steadily i n  this area, and most o f  the 

cavern is above the water level. This is one of the few areas 

where the living can rest peacefully. The grotto's other 

inhabitants are unlikely to allow such a respite, however. 

5. D rown ing Pool  
The floor o f  this low-ceilinged chamber drops o ff  sharply, 

creating a 12-foot-deep pool. At the bottom of the pool is 

the body of another adventurer, pinned to the bottom by 

a fallen stalactite. An amulet ef hidden li.ght (Pathfinder RPG 

Advanced Race Guide 112) still hangs around her neck. Her 

drowning has created a literally breathtaking haunting. 



DROWN ING  POOL CR 14 

XP 38,400 

Alignment N E  pers istent h aunt (30 -ft . - by-20-f t .  poo l )  

Caster Level 1 4th  

Notice Percept ion DC 35 (to hear the sound thrash i ng  i n  water) 

hp 63; Trigger p rox im ity; Reset 1 hou r  

Effect When th i s  haun t  i s  t r i ggered, a l l  c reatures i n  t he  

a rea of effect f ee l  a s  t hough  co l d  b l a ck  water were 

f lood i ng  into t he i r  l u ngs, stea l i n g  the i r  b reath as  the moss 

suffocotian••G spe l l .  

Destruction T h e  h aunt i s  dest royed whe n  t h e  b o d y  of the 

d rowned adventurer  i s  retr ieved a nd  g iven proper  bu r i a l  

o n  d ry  l and .  

6 .  Bone P i le  
The water in this cavern is  4 feet deep, but is  broken up by 

a maze ofbones piled up to 6 feet high on the cavern floor. 

Within this place reside a trio of bone golems crafted by 

Valdis as land-based brutes should she ever need to defend 

Black Tarn from foes that are beyond Arnlaugr's capabilities. 

BONE GOLEMS (3) CR 8 

XP 4,800 each 
hp 90 each (Pathfinder RPG Bestiary 3 1 33) 

7. G ravekn ight Patrol 
A pair of Arnlaugr's most trusted skeletal minions are the 

graveknights Barritt Svalsdottir and Bjorg Nimbleaxe, who 

hoped to rid the Iron bound Archipelago of the evil they 

had fought in Mendev. Valdis had other plans, and she 

lured them into the water in their full armor. Barritt and 

Bjorg now patrol Arnlaugr's grotto, overseeing the other 

minions within and reporting to their master if they find 

anything amiss. 

BARRITT SVALSDOTTI R  AND BJORG N IMBLEAXE CR 1 1  

X P  1 2,800 each 
Fema le  and  ma l e  h uman  g ravekn igh t  f ighter 1 0  (Pathfinder 

RPG Bestiary 3 1 28) 

hp 1 39 each 

8.  I cy Waters 
This passageway drops steadily downward and then rises 

again; the ceiling drops beneath the waterline at its lowest 

point. The bottom of the passage holds a magical trap. Any 

creature that fails its Swim check while swimming above the 

trap's trigger sets it off, as does any creature walking across 

the bottom of the passage. 

When triggered, the trap cools the water in the passage, 

creating a i7-inch-thick layer ofice around all creatures in 

the area. A creature on the surface of the water floats while 

coated in ice and can breath normally, but is otherwise 

helpless. Targets that succeed at the Reflex save against 

the trap's effects are merely entangled by the ice in the 

water around them. 

1 1  
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FROZEN WATER TRAP CR 13 

XP 25,600 

Type mag i c; Percept ion DC 34; Disable Device DC 34 

EFFECTS 

Trigger l ocat ion (t r i pwi re); Duration 1 7  rou nds; Reset none  

Effect spe l l  effect (mass icy prisan"M, CL 1 7th, Ref lex DC 23  

par t i a l ); mu l t i p l e  targets (a l l  creatures i n  a rea 8) 

9. Fungal Cavern 
This cavern is elevated, offering some relief from the dark 

water that pervades the rest of Arnlaugr's cave system. A 

particularly virulent breed of yellow mold populates the 

is-foot-high ceiling. If any creatures come within io feet 

of the ceiling, the mold releases its poisonous spores. The 

Fortitude DC to resist the effects of the mold is 21, and the 

spores deal id4 points of Constitution damage each round 

instead of id3. This hazard is equivalent to a CR 13 encounter. 

1 0. Scrag Den 
This large cavern i s  adjacent to the tarn, and during the 

daytime the light in this cavern is normal. The water is 

only i foot deep, and the ground is even. A small family of 

scrags makes their home here. They long ago succumbed 

to Valdis's seductions and temptations, and now obey her 

and her thralls willingly. 

ADVANCED SCRAGS (8) CR 6 

XP 2,400 each 
hp 75 each (Pathfinder RPG Bestiary 268, 294) 

1 1 . B lack Tarn 
Black Tarn is a large lake with dozens of cavernous grottoes 

similar to Arnlaugr's lair hidden along its banks. Within such 

cave systems Valdis and Blackfin make their own lairs, though 

the water orm is usually found swimming about the lake itself 

Blackfin attacks anyone it catches swimming in "its" lake. 

BLACKFIN  CR 12  

XP 1 9,200 

Advanced g i a nt water orm (Pathfinder RPG Bestiary 2 280, 

292, 293) 

hp 1 88 

1 2. Arnlaugr's Den  
This large cavern is the private domain of  Arnlaugr the 

Fearless (see page 9). Several skeletal champions and 

draugr captains guard him at all times. 

DRAUGR CAPTAINS (4) CR 3 

XP 800 each 
hp 25 each (Pathfinder RPG Bestiary 2 1 1 0) 

SKELETAL CHAMPIONS (2) CR 2 

XP 600 each 
hp 1 7  each (Pathfinder RPG Bestiary 252) 



Erum-Hel 

tong a figure of myth, Erum-Hel is inextricably linked 

(�_\·�· to the history and stories surrounding both Tar­

Baphon-the Whispering Tyrant-and Iomedae the 

Inheritor. Far more than mere legend, he still broods over 

his defeat by Iomedae, and still ever hungers. 

The earliest surviving text that mentions Erum-Hel is 

the Chronicle of Aroden's Triumph. Written by a nameless 

Taldan sage, it quotes now-lost sources contemporary to 

Tar-Baphon's first rise to power in the eighth century AR. 

These sources give Erum-Hel the title of"Lord of Mohrgs" 

and describe him as a powerful undead follower of then­

mortal Tar-Baphon. No mention is made of Erum-Hel's 

fate upon Tar-Baphon's death; Erum-Hel vanished from 

the historical record, only to reappear nearly 3,000 years 

later as a general in the Whispering Tyrant's army. No extant 

sources detail his status during the intervening millennia. 

Erum-Hel is not just a variant mohrg-his talents 

are astonishing and his appearance is bizarre, even 

if thousands of years of mythology have warped and 

embellished his notoriety with more and more horrors to 

match the stature of those mythic figures associated with 

him. Legends state that Erum-Hel single-handedly slew a 

legion ofknights, and then on the next morning marched 

forth with their corpses arrayed behind him, raised from 

the dead and hearkening to his every command. He could 

kill the greatest champions with a single blow, and cause 

their bodies to crumble to dust and disappear without a 

trace in full view of their horrified comrades, repeating 

this violence again and again. Erum-Hel's bones are 

carved and decorated with bizarre shapes and spiraling 

hypnotic patterns that are said to move on their own. It's 

also whispered that his frame doesn't appear to be that of 

a former human, and that the hungry, wriggling morass 

within was translucent. Finally, many accounts claim 

Erum-Hel is surrounded by an aura of sickly, burning 

light, and describe his skull as studded with a crownlike 

circle of milky green gemstones. 

Erum-Hel is best known for his role in the Fifth Act of 

Iomedae, when the Inheritor fought him at the Battle of 

Three Sorrows in 3823 AR. Yet while Iomedae caused the 

Lord of Mohrgs to flee crippled from the field, she did 

not destroy him. 

In truth, Erum-Hel nearly defeated Iomedae just as 

Tar-Baphon slew Arazni in the same battle. The mohrg 

and Iomedae did not seek out one another for single 

combat and meet in a fair fight as legends suggest. Rather, 

Erum-Hel sought to decapitate the Shining Crusade's 

1 2  

leadership through subterfuge and trickery. One by one, 

he carried away the knights protecting Iomedae, taking 

another knight to torture and kill, then returning to 

claim another and leave the last's severed head behind, 

carved with the name of a future victim, until eventually 

he came for Iomedae herself. He intended to slay her 

and have her undead corpse march back to her followers 

just as Tar-Baphon had murdered Arazni and then given 

back her broken body. Yet he found her waiting, unafraid, 

prepared, and bearing the Chalice of Ozem (Pathfinder 

Adventure Path #JJ: Herald of the Ivory Labyrinth 62). 

The battle's details are largely lost to history, but while 

Erum-Hel did in fact flee from a triumphant future 

goddess, only her possession of the chalice turned the 

tide. The future deity was bloodied, blinded, and barely 

coherent, but her triumph was a turning point in the 

Shining Crusade, restoring the hope that Arazni's death 

had nearly extinguished. To this day, questions remain: Why 

did Erum-Hel retreat to the Darklands? Why did he flee to 

Orv instead ofretiring to one ofTar-Baphon's strongholds? 

Scholars have long speculated on the nature of 

Erum-Hel's origin. Some posit that the Lord of Mohrgs 

began as a mortal follower of Tar-Baphon who died and 

was raised in undeath by the wizard-king. Others speculate 

that Erum-Hel predates Tar-Baphon and sought him out 

like a vulture circling a battlefield, smelling the coming 

slaughter. Those who advocate this second theory largely 

hold that Erum-Hel was a creation ofThassilon's Runelord 

Zutha, awakened from stasis when Tar-Baphon entered 

the Cenotaph atop the Runelord's tomb. 

Still others propose that Erum-Hel originated in the 

very place to which he fled after his defeat in the Battle of 

Three Sorrows: Orv. They believe that rather than being 

one of Tar-Baphon or Zutha's creations, the Lord of 

Mohrgs began his existence as one of the death-obsessed, 

daemon-worshiping urdefhans. Descriptions of Erum­

Hel's form and abilities eerily accord with features of 

urdefhan biology, as well as the toxic crystal blightstone, 

a magical mineral common to the remote Vaults of Orv. 

Regardless, without Tar-Baphon's power to focus his 

loyalty, time and again, Erum-Hel has retreated into the 

Darklands. At the Battle of Three Sorrows, Iomedae dealt 

him a devastating defeat, and he has brooded on this failure 

in the centuries since. Just as he is fixated on that moment, 

he is equally consumed with the unrelenting memory-the 

taste of Iomedae's blood that he had during their battle. 

The Lord of Mohrgs hungers for the blood of a god, and 



he will go to any length to taste it again, which will likely 

require his own ascension to deific status. 

Calling out to former servitors of the Whispering Tyrant 

to now serve him until their mutual master returns, Erum­

Hel has begun hunting followers of Iomedae, wholly 

obsessed with the one being to ever defeat him in battle. He 

has also begun carrying off relics and artifacts ofher church 

and of those who failed the Test ofthe Starstone. Erum-Hel 

now ponders his options: obliterate Iomedae's church as 

a proxy for the goddess herself, or emulate her 

ascent by taking the Text of the Starstone himself. 

ERUM-HEL CR 23 

XP 819,200 

Ma le  un i q ue  moh rg assass in  1 0/tr i ckster 6 

(Pathfinder RPG Bestiary 208, Pathfinder RPG 

Mythic Adventures 44) 

CE Med i um  undead 

ln i t  +20; Senses da rkvis i on  1 2 0  f t . ;  Percept ion  +48 

Aura b l i g htbu rn  (1 O f t . ,  DC 30) 

DEFENSE 

AC 42, touch 2 1 ,  f lat-footed 31 (+8 a rmor, 

+ 1 O Dex, + 1 dodge, + 1 3  na tu ra l )  

hp 483 (34 H D; 24d8+1 0d8+330) 

Fort +1 9, Ref +25, Wil l  +24 

Defensive Abi l it ies dead ly  dodge, 

defens ive move, ha rd to ki l l , myth ic 

savi ng th rows; Immune undead traits 

OFFENSE 

Speed 30 ft .  

Melee +4 heortseeker vorpol 

rhoko sword +37/+32/+27/+22 

(1 d8+1 1/1 5-20), 2 s l ams  +32 

(2d8+7 p l u s  g ra b), tongue +27 

touch (pa ra lys i s) 

Space 5 ft . ;  Reach 5 ft .  (1 0 ft .  

with tongue) 

Spec ia l  Attacks a n g e l  of dea th  

1/day, c reate adva n ced spawn ,  

dea th  a t ta ck  (DC  2 3), f l eet  wa r r i o r, 

myth i c  power  (1 5/day, s u rg e  +1 d 8), 

p a r a l y s i s  (1 d4  m i n utes ,  DC  32), 

p r e c i s i o n  c r i t i c a l ,  q u i e t  dea th ,  s n e ak  

a t t a c k  + 5d6, s u r p r i s e  s t r i ke, sw i f t  

dea th  1/day, t r ue  dea th  (DC  25 )  

STATISTICS 

Str 25 ,  Dex 30,  Con -, In t  1 6, Wis 20, 

Cha 26  

Base Atk  +25; CMB +32; CMD 53 

Feats Ab i l i t y  Focus  ( pa r a l ys i s), 

Com bat  Ref l exes, C r i t i c a l  

Focus, DodgeM, Exot i c  Wea pon  

Profi c i e n cy  (rh o ka sword) ,  I m p roved 

C r i t i c a l M  (rh o ka sword) ,  I m p roved I n i t i a t i ve, 

I ro n  W i l l , L i g h tn i n g  Ref l exes, Mob i l i ty, 
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Power Atta ck, S k i l l  Focus  (Percept io n), S p r i n g  Attack, 

Stu n n i n g  C r i t i c a l ,  To u g h ness, V i t a l  S t r i keM, Wea pon  Focus  

( r hoka sword)  

Sk i l l s  Acrobat i cs +2 1 ,  B l u f f  +29, C l imb +28, D i sgu ise +27, 

I nt im i date +45, Knowledge (re l i g i o n) +22, Percept i on  +48, 

Sense Motive +42, Stea l th  +47, Swim +28, Use Mag i c  

Device +1 9 

Languages Common,  Nec r i l ; te lepathy 1 60 ft .  

SQ amaz i ng  i n i t ia t ive, h i dden  wea pons, h ide in p l a i n  s i g ht, 

imp roved u n canny  dodge, menac i ng  wh i spe r, po i son  use, 

recuperat ion ,  va n i s h i n g  move 

Combat Gear wand of enervation (50 c h a rges); Other 

Gear +4 heortseeker'"' vorpol rhoko sword"', amulet of  

natural armor +5, boots of  speed, brocers of armor +8, 

figurine of  wondrous power (ob s i d i a n  s teed), headband 

of mental superiority +6, highwayman's cope"', 

ring of spell turning, ring of three wishes, 

shodo wform belt"' 

SPECIAL ABILITIES 

B l ightburn Aura (Su) E r um -He l  rad iates 

a g reen -wh i te  a u ra of b l i g ht bu r n  

r ad i a t i o n  f r om h i s  seeth i n g  i n n a rd s  a n d  

the  b l i g h tsto ne  gems  embedded  i n  h i s  

ske le to n .  L iv i n g  creatures w i t h i n  1 0  feet 

t ake 2d6 po i n ts  of  fi re d amage  pe r  ro u n d  

a n d  r i s k  contract ing b l i ghtburn s ickness (see 

page 1 5) .  Add i t i o n a l l y, s pe l l casters cast i n g  

te lepo r ta t i on  s u bschoo l  s pe l l s  e i t h e r  t o  

o r  f r om wi th i n  60 f ee t  of E r um -He l  must 

s u cceed at a DC  30  caster  leve l  check o r  

t he  s pe l l  fa i l s .  

Create Advanced Spawn (Su) 

H u mano i d  c reatu res k i l l e d  by E r um -He l  

r i s e  a s  moh rg s  i n  1 d 4  ro u nd s .  Moh rg s  

created i n  t h i s  manne r  a re u n de r  

E r um -He l 's cont ro l ,  a s  a re a ny  spawn 

tha t  they create, a n d  they rema i n  

e n s laved u n t i l  E r um -He l  i s  des t royed, 

at  wh i c h  po i n t  they become free-

w i l l e d  (a n d  t he i r  fast  zomb i e  

spawn fa l l  u n d e r  t h e i r  cont ro l ) .  

T he  s u dden  s u rge  of nega t ive 

e ne rgy  re leased when a moh rg 

is c reated i n  t h i s  manne r  

f lows t h r o ugh  E r um ­

He l-whenever t he  Lord 

of Moh rg s  creates a 

spawn i n  t h i s  manne r, 

he is hea led of 1 d 6  

h i t  po i nts of damage 

per  H i t  D ie  possessed 

by the s l a i n  creatu re, a n d  

he  a c t s  a s  i f  hasted f o r  t h e  

round  immed iate ly fo l l ow ing  

the spawn 's c reat i o n .  



WORMS MAW 
Deep beneath southern Avistan lies the Orvian Vault 

that houses the Midnight Mountains. Amid towering 

subterranean peaks, Erum-Hel makes his home inside a 

cavern ofliving flesh and bone, accessed through the gaping 

maw of an immense beast. The cavern's winding tunnels 

and its iconic entrance inspire its name: Wormsmaw. 

1 .  Maw of the Worm 
The entrance to Wormsmaw is the yawning mouth of a 

petrified creature of immeasurable size and unknown 

origin. Over the centuries, Erum-Hel's necromantic energy 

has interacted with native fungi to produce deadly ghost 

mold (Pathfinder Campai,gn Settin9: Into the Darklands i3), 

which populates the jaws of the ossified creature. 

2. Bone Tunne ls  
The first few antechambers of Wormsmaw resemble an 

ossuary. The walls here are made ofbones, and are enchanted 

with a magical trap that unleashes raw necromantic power. 

Amid the bone tunnels is an enormous pile of rotting 

cadavers. When a creature approaches, the pile slowly 

assembles itselfinto a charnel colossus-the gatekeeper to 

Erum-Hel's lair. The colossus is immune to the destructive 

power of the bone walls, and it takes every opportunity to 

hurl living creatures into the necromantic trap. 
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CHARN EL COLOSSUS CR 1 9  

XP 204,800 

hp 345 (Pathfinder Campaign Setting: Inner Sea Bestiary 1 0) 

NECROTIC WALLS TRAP CR 21 

XP 409,600 

Type mag i c; Perception DC 34; Disable Device DC 34  

EFFECTS 

Trigger touch; Reset a utomat ic  

Effect spe l l  ef fect  (heightened destruction, 1 70 damage, 

For t i tude DC 23 redu ces damage to 1 Od6) 

3. Chum Pools 
Each branch of the bone tunnels leads to a dead end­

cul-de-sacs that contain large pools of sludgy, biological 

goo. The viscous liquid contains a repulsive mixture of 

bodily fluids (including blood, pus, saliva, and worse), 

as well as thick chunks of quivering tissue. Bubbles in 

these pools ooze slowly upward, and a successful DC i8 

Knowledge (dungeoneering) check reveals that this is 

because the pools are actually the entrances to submerged 

tunnels. In order to penetrate deeper into Wormsmaw, one 

must swim through the thick biotic sludge. 

Swimming through the opaque sludge requires a 

successful DC 20 Swim check, and the thickness of the 

liquid reduces the swim speed of all non-aquatic creatures 



by hal£ Compounding the danger is the fact that the sludge 

is infected with an especially virulent form of scarlet leprosy 

(see the sidebar). 

4. Living C rypt 
The walls of this large chamber are made of gigantic rib 

bones that reach over 40 feet upward. The ribs are connected 

by thick stretches of cartilage and connective tissue, shot 

through with pulsing veins. Melded into the connective 

tissue between the ribs are a half-dozen prisoners insensible 

with torment. The collective horror of their experience 

produces a haunt to lure the party toward a similar fate. 

ENTOMBED ALIVE CR 22 

XP 614,400 

NE  pers is tent haun t  

Caster Level 22nd  

Notice Percept ion DC 35  (to see a v i s i on  of d raw adventurer  

be ing me lded i nto the l iv ing wa l l )  

hp 99 ;  Trigger p rox im i ty; Reset 1 week 

Effect When the hau nted a rea i s  entered, every creatu re 

in the room i s  affected as  i f  by a sympathy spe l l  set to 

its race and  a l i g nment .  A l l  affected creatures have a n  

i r res ist i b l e  u rge  t o  touch t h e  p u l s i n g  wa l l .  Those that 

touch the wa l l  a re q u i ck ly  p u l l ed  into i t, a s  the t i s sue of 

the l i v i ng  wal l  q u i ck ly  me ld s  wi th their own.  I f  v i c t ims 

a re not forc i b l y  p u l l ed from contac t  wi th the wa l l  w i th i n  

1 ro u nd, t hey  a re affected as  i f  by the c ha i n i n g  vers i on  

of binding (except the immob i l i z i ng  agent  i s  l i v i ng  t i s sue 

i n stead of a cha i n) .  The d u ra t ion  of th i s  immob i l i z i ng  

effect i s  i n defi n ite, t hough  i t  can  be b roken wi th a 

su ccessf u l  DC 27 Strength  check .  

After  1 m i n ute of be i ng  imp r i soned, a creat u re takes 

2d4 tem porary negat ive l eve ls, a s  the energy drain spe l l .  

Twenty-fou r  hou rs thereafter, t h e  creatu re c a n  attempt 

a DC 23 For t i tude savi n g  th row to p revent temporary 

negat ive l eve ls from becom i ng  permanent .  I f  the  crea tu re 

is st i l l  im pr i soned at th i s  po i nt, the h aunt cont i nues  to 

d r a i n  the p r i sone r's v ita l i ty. 

I f  the h a u nt i s  s upp ressed by be i ng  reduced to O h i t  

po i nts, the antipathy effect of the wa l l 's b i nd ings  a re 

negated, a l l ow ing non -t rapped cha racters to cut  p r i sone rs 

loose .  A sect ion of the wa l l  l a rge  enough  to constra i n  a 

Med i um  creatu re has  40 h i t  po i nts a n d  fast hea l i n g  1 0 . 

Destruction Th i s  h a unt ends  when a l l  s i x  p r i soners a re cut  

from the wa l l  a nd  tended to .  

5 .  Altars of Desecration  
This semicircular chamber features five altars a t  the 

north end of the room, each of which supports desecrated 

Iomedaean relics. Each of the relics of Iomedae has been 

magically enhanced to summon a shaggy demodand 

(Pathfinder RPG Bestiary 3 69) when touched, as if via 1Jate. 

There's no way to bypass this effect except by restoring the 

tainted relics to their former glory with miracle or wish. 
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Wormsmaw features two unusua l  d iseases :  b l i g htburn  

s ickness and sca r le t  leprosy. 

Blightburn 
Creatu res that come too c lose to the rad ioactive m i nera l  

known as b l i ghtburn r i sk contract ing b l i ghtburn s i ckness. 

BL IGHTBURN SICKNESS 

Type d i sease, contact (see text); Save For t i tude DC 22 

Onset 1/day; Frequency 1/day 

Effect 1d6 Con damage and  1d6 Cha damage; contact  

i s  a utomat i c  when  a crea t u re comes wi th in  a 60 -

foo t  rad i u s  of b l i g htbu rn, a nd  can  be  b l ocked on l y  

by l e ad  sheet ing, 1 foot of stone, o r  a force effect; 

Cure 2 consecut ive saves 

Scarlet Leprosy 
The d i sease known as scar let leprosy is norma l l y  carr ied 

by carr ion go l ems, but  i t  can  a lso be found wherever 

b io log i ca l  waste i s  improper ly d i sposed of. 

SCARLET LEPROSY 

Type d isease, contact; Save For t i tude DC 20 

I ncubation 1 day; Frequency 1/day 

Effect 1d6 Con damage and 1d6 Cha damage; 

whenever the cha racter takes Con damage, 1 po in t  

i s  pe rmanent  d ra i n; Cure 2 consecut ive saves 

A single relic can summon multiple demodands at a rate 

of i per round for as long as it is handled. 

The second and fifth altars (clockwise) can be pushed 

aside with a DC 30 Strength check, revealing a secret 

passage beneath each into a tunnel of viscera similar to 

those in area 3. The western pool leads to area 6 ,  while the 

eastern pool leads to a hidden cavern (area 5a) in which 

Erum-Hel stores Iomedaean relics he has yet to corrupt 

and curse with magic. 

6. Throne Room 
Those who emerge from the final submerged tunnel find 

themselves in the throne room of the Lord of Mohrgs. The 

walls of this chamber are made of slick connective tissue 

that undulates with spasmodic contractions. The walls are 

carved with perpetually bleeding necromantic symbols. At 

the center of the room is a large pile of corpses, many of 

which still writhe and moan in twisted undeath. Erum-Hel 

stands atop this grisly throne, awaiting those who would 

intrude on his lair, confident that he's destined to become a 

god and slay Iomedae. He is thus unafraid of mere mortals 

and fights until destroyed should anyone reach his sanctum. 



Imal�lµl G)?alm�ut-Never)?�me 

W� hen Sarkoris fell and the Worldwound 

subsumed it, the new wasteland became 

home to more than demons. Among the 

creatures perverted by the taint of the Abyss was one 

of the former Kellid nation's most elite socialites, the 

Forlorn elf Imaloka Ghalmont-Neverhome, patroness 

of the floating pleasure palace known as the House of 

Reflections. A century after her death and the sinking 

of her illustrious home, Imaloka and her final guests 

still haunt the ruined barge in undeath-but the former 

hostess is now a banshee and her guests are ghosts 

or worse. 

Born to retired elven adventurers Merania and 

Telderal Ghalmont, Imaloka spent her earliest 

days listening to fantastical tales of 

derring-do from both her parents. 

When Imaloka was still mere 

decades old, her father convinced 

her mother to come out of 

retirement and hunt down a 

green dragon that had been 

terrorizing the countryside 

near Storasta, their home. 

They left Imaloka in the care of 

human neighbors, promising to 

return in a month's time. That 

was the last Imaloka saw of her parents. 

Within only a few years, she 

had been fully adopted into the 

Neverhome hold, and lived the rest 

of her life Forlorn, ever wondering 

what a fully elven life would have 

been like. After several generations 

ofher adopted family members died 

of old age, Imaloka left Storasta for 

the Sarkorian Steppe in northwestern 

Sarkoris, with the aim ofliving a libertine 

life of opulence, decadence, and only shallow 

relationships with fellow revelers rather than risk 

watching more loved ones pass into the Boneyard. 

When she came across the twin lakes known 

as First Rains, Imaloka found a location both 

beautiful enough to inspire her future guests 

with its magnificence and remote enough that 

the pleasure palace she envisioned would become 

a destination for Sarkorians and foreigners alike. 

With the wealth inherited from her parents 

upon their presumed deaths, Imaloka commissioned 

the construction of a floating manor house the likes of 

which Sarkoris had never seen. The need for buoyancy 

mandated smaller rooms than Imaloka desired, so she had 

many of the walls covered floor to ceiling in shimmering 

mirrors. She had the mirrors enchanted such that they 

would accentuate the beauty in those who gazed upon 

their reflection within, hiding their flaws. Thus did her 

pleasure barge earn its name-the House of Reflections. 

For nearly 200 years, Imaloka hosted some of the most 

elite galas north of Oppara, and aristocrats 

from nations as far from Sarkoris as 

Jalmeray, Osirion, Cheliax, and 

Qadira traveled for months in 

order to attend them. Some 

parties lasted for weeks, 

and some had so many 

guests they couldn't 

all fit in the House of 

Reflection's limited second-

floor quarters and bound 

their vessels together alongside the 

buoyant manor, creating a flotilla of 

debauchery. Once per year, Imaloka 

hosted the "Lock-In Ball," a gathering 

so elite that invitations were magically 

encrypted to prevent them from 

changing hands or being forged, 

and only those select nobles she 

invited were granted entry. At the 

start of the Lock-In Ball, the doors 

to the House of Reflection were 

sealed for 2 weeks during which she 

feted the revelers lucky enough to be 

invited, and under no circumstances 

was anyone allowed in or out until the 

gala ended. 

It was during one such Lock-In Ball 

that the world changed forever. The 

Worldwound opened in Sarkoris, and in 

mere days, the land fell to the demonic 

hordes. Fearing for her own safety and that 

of her guests, Imaloka tightened the House of 

Reflection's defenses. She increased the efficacy of 

the doors' locks, and had her servants set aside their 

trays of food, musical instruments, and bottles of 

wine to construct barricades over the windows and 



the iron latticework of the east wing's solarium. When the 

time came for the Lock-In Ball to end, Imaloka maintained 

the lockdown, and just as none were allowed to come or go 

during the gala itself, none of her guests were permitted 

to leave from that point on. 

The elite from across Avistan and Garund, now 

prisoners in the very pleasure palace they'd paid such a 

price to be locked in only weeks prior, grew angry quickly, 

demanding that Imaloka release them. She did not waver 

in her dedication, and took increasingly dire actions 

to quell the growing rebellion. Perhaps influenced by 

the miasma of Abyssal chaos that enveloped the land, 

the once-gracious hostess quickly became a tyrannical 

warden, who eventually struck a Taldan duchess dead 

with a broken wine bottle rather than allow her to escape 

out an upper-story window. 

Imaloka's cruelty and lack of remorse for her actions 

pushed the remainder of her guests into open revolt. 

Armed with broken furniture, candelabra, and the cutlery 

they once used at dinner, the guests stormed the House 

of Reflections's lowest level, home to the palace's servants 

and the engineers who kept the barge afloat. In an effort 

to find egress from their jail, they inadvertently ruptured 

one of the key floatation devices supporting the western 

wing of the structure. The west wing collapsed upon the 

servants guarding the kitchen and the upper floor's guest 

quarters were thoroughly destroyed. Shortly thereafter 

the eastern tower stairwell leading to the second floor 

toppled into the lake. In less than an hour, the entire 

House of Reflection sank to the lake's bottom and all 

souls within drowned. 

Now, more than a century later, the water in the First 

Rains has dried up and the House of Reflections is one 

again exposed to the sky, albeit a dark and dire sky unlike 

any it saw prior to Sarkoris's fall. The aristocrats who 

died within its mirrored walls are now ghosts or other 

forms of undead, tied to the magically enchanted mirrors 

that made them appear so beautiful in life. Imaloka 

herself was twisted into a foul banshee, either by her 

own wrath or the taint of the Abyss. Even the demons 

avoid the House of Reflections, for Imaloka maintains 

her iron grip on her once great home-those who enter 

are destined never to leave, to dance and revel at her 

whim forevermore. 

IMALOKA GHALMONT-NEVERHOME CR 22 

XP 614,400 

Fema le banshee ba rd 9 (Pathfinder RPG Bestiary 2 41)  

CE Med i um  undead ( i n co rpo rea l )  

l n i t  +1 6; Senses da rkv i s i o n  60 ft . ,  hear hea rtbeat ;  

Pe rcept i on  +40 

DEFENSE 

AC 38, touch 33, f lat-footed 25 (+5 a rmor, +1 0 def lect ion ,  

+ 12 Dex, + 1 dodge) 

hp 433 (28 H D; 1 9d8+9d8+308) 
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Fort +1 9, Ref +26, Wil l  +24; +4 vs .  ba rd i c  perfo rmance, 

l a ng uage-dependent, a n d  son i c  

Defensive Abi l i t ies i n co rpo rea l; Immune undead t ra i ts  

Weaknesses s un l i g h t  power l essness 

OFFENSE 

Speed f ly 60 ft .  (pe rfect) 

Melee i n corporea l touch +33 (1 4d6 negative energy p l us  terro r) 

Special Attacks bard i c  performance 36 round s/day (move 

ac t ion; countersong, d i rge  of doom [DC 24], d i st ract ion ,  

fasc inate [DC 24], i n s p i re competence +3,  i n sp i re 

cou rage  +2, i n s p i re g reatness, s uggest ion [DC 24]), 

wa i l  (DC 3 1 ), terror (DC 29) 

Bard Spells Known (CL 9th; concentrat ion +1 9) 

3 rd (5/day)-fear (DC 23), major image (DC 23), sculpt 

sound, slow (DC 23) 

2nd  (7/day)-blindness/deafness (DC 22), detect thoughts 

(DC 22), hold person (DC 22), suggestion (DC 22) 

1 s t  (8/day)-charm person (DC 2 1 ), grease (DC 2 1 ), hideous 

laughter (DC 2 1 ), unseen servant, ventriloquism (DC 2 1 )  

O (at wi l l )-detect magic, ghost sound ( DC  20), mage 

hand, message, open/close, prestidigitation (DC 20) 

TACTICS 

Before Combat lma l o ka moves i n co rpo rea l l y  th rough  the 

House of Reflec t ions  to assess  he r  enem ies '  weaknesses, 

h a rry ing  them with v i sua l  and aud itory i l l u s i ons  to test 

their medd le .  She activates her mirror of opposition (a rea 4) 

and  mirror of life trapping (a rea 6) f rom with i n  the f loo r  

o r  wa l l s  i n  the hopes of e l im ina t i ng  he r  enemies  wi thout  

need ing to become d i rect ly engaged .  

Dur ing Combat lma l oka uses d i rg e  of doom to weaken 

her foes' defenses before mak i ng  f lyby attacks to i n f l i c t  

them with terror. She  uses he r  i n co rporea l na tu re to her  

advantage, mov ing th rough wa l ls , f loors, a nd  ce i l i n g s  to 

escape and  confuse he r  enemies .  

Mora le  lma l oka i s  mad and  c rue l, but  st i l l  possesses a 

sense of se l f -p reservat i o n .  If reduced to fewer than  60 h i t  

po i nts, s he  descends  i n to the ea r t h  benea th  the House o f  

Refl ec t ions, pa t i en t l y  wa i t i ng  out  he r  enem ies  where they 

cannot reach he r, emerg i n g  on ly after she  has  hea led or 

when  she  knows the i nt ruders to be gone .  

STATISTICS 

Str -, Dex 34, Con -, Int  1 0, Wis 20, Cha 30  

Base Atk  +20; CMB +32; CMD 53 

Feats Abi l i ty Focus (wa i l ), A le r tness, Combat Ref l exes, 

Dodge, Extra Perfo rmance, F lyby Attack, Imp roved 

I n i t iat ive, I ron  W i l l , L ig htn i n g  Refl exes, Mob i l i ty, Step U p, 

Toughness, Wea pon Focus (touch), W i nd  Stance 

Ski l ls  F l y  +20, I n t im idate +40, Knowledge ( loca l )  +2 1 ,  

Knowledge (nob i l i ty) +2 1 ,  Percept ion +40, Perform 

(da n ce) +41 ,  Perform (s i ng) +41 ,  Sense Mot ive +7 

Languages Common, E lven 

SQ ba rd i c  knowledge +4, l o re master 1/day, versa t i l e  

performance (dan ce, s i ng )  

Gear  ghost touch brocers of armor +5, headband of alluring 

charisma +6 



H O USE OF  REFLECTI ONS 
The floating pleasure palace known as  the House of 

Reflections was once a two-story manor built atop a wide 

pontoon, which floated in the larger of the two Sarkorian lakes 

known as the First Rains. As did so many other things of 

beauty, the joyous times in the House ofReflections came to 

an end suddenly when the Worldwound opened and Sarkoris 

ceased to be. In a fit of desperation, some of lmaloka's final 

guests accidentally damaged the barge's pontoon, causing 

the entire structure to sink beneath the waves. 

The First Rains dried up in the years since, revealing 

the ruined House of Reflections. Its western wing is badly 

damaged, and the northern tower that once led to the 

opulent guest quarters on the second floor has collapsed 

into a heap of rubble. Nevertheless, much of the structure 

remains intact. Imaloka and her unlucky guests now haunt 

the once-magnificent palace. 

1 .  Veranda 
This veranda features tall stone columns that support a 

balcony on the second floor. The exterior of the structure 

is the realm of powerful demons that prey upon any who 

approach. Currently, the vrolikai demon Ymirziak scours 

the area, searching for a means of rescuing her minions, 

who entered the House of Reflections several months ago 

and never returned (see area 6 ). She sets upon anyone she 
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sees approach the ruin, offering such characters a bargain 

when they're close to death-she'll spare their lives if they 

aid her in rescuing her minions from the ruin. 

YMI RZIAK CR 20 

XP 307,200 

Female advanced vro l i ka i  demon (Pathfinder RPG Bestiary 2 

8 1 ,  292) 

hp 370 

2. G rand Entry 
Two defaced marble statues flank a tattered and molding 

carpet in this windowed entry hall. One male and one 

female, the statues once welcomed guests to the House of 

Reflections, but were vandalized by raging guests angry at 

their imprisonment at Imaloka's whim. Here the banshee 

proprietress is likely to gain her first glimpse of any intruding 

creatures, whom she observes from within one of the statues. 

While Imaloka could face enemies in combat here, she much 

prefers to follow them through the house using magic, her 

magic mirrors (see areas 4 and 6 ), and her ghostly minions 

to weaken foes before she reveals herself to end them. 

3. Ba l l room 
The mirrors that line the walls of  this grand ballroom 

give the room the appearance of being much larger than it 



truly is. All are shattered but still clearly reflect the muddy 

marble floor, shattered chandelier, and moldy and torn 

tapestries. The images of garishly dressed Sarkorian nobility 

and foreign dignitaries can be seen dancing in the mirrors, 

though they appear only in reflection. In truth, each of 

these images is the ghost of one of lmaloka's final guests, 

which appears beautiful when in the mirror yet hideous 

and desecrated should it emerge from the glass to interact 

with creatures in the ballroom. While the ghosts prefer to 

stay in the mirrors , they emerge to attack the living, jealous 

of those who can travel beyond the House of Reflections's 

walls. While most of these trapped spirits are mere ghosts 

(Path.finder RPG Bestiary i44), a select few are held to the world 

by far stronger bonds and manifest as dybbuks. 

DYBBUKS (S) CR 1 5  

XP 51,200 each 
hp 207 each (Pathfinder RPG Bestiary 3 1 08) 

4. Banquet Ha l l  
This room once played host to Imaloka's famous banquets. 

Now, the western end of the room is a pile of rubble. A spiral 

staircase winds up from the room's southeastern corner 

to the second story. To the south is a wall-length mirror of 

opposition. Imaloka knows the mirror's command word and 

activates the device only when her enemies are in the room. 

5 .  Kitchen 
Among the wreckage of the House of Perfection's westernmost 

wing stands what's left of the manor's kitchens. A small 

pantry lies to the east, but its stores long ago rotted away. A 

narrow spiral stairway corkscrews down into the moldering 

bowels of the grounded boat. When Imaloka's final guests 

attempted their ill-fated escape, the servants did their best 

to fend them off, but were among the first killed as the west 

wing collapsed and the House of Reflections began to sink. 

Their agony now manifests here as a haunt. 

DROWN ED DEFENDERS HAU NT CR 22 

XP 614,400 

CE h aunt (25 -f t . -by-20-f t .  room) 
Caster Level 22nd  

Notice Percept ion DC 37 (to see the g host ly fo rms  o f  

servants a rmed wi th k i tchen  utens i l s) 
hp 44; Trigger prox im i ty; Reset 1 day 

Effect When the h aunt t r i ggers, a l l  ta rgets  with i n  i ts  a rea 

see the g host ly forms of a dozen servants rush at them 

with sha rp  k i tchen utens i l s .  Each creat u re i s  ta rgeted 

by 1 d 4  attacks made at a +22 attack bonus; each attack 

dea ls 4d6 po i nts of s l a s h i ng  damage on  a h i t .  Those 

who take damage from th i s  attack wi tness the western 

wa l l  of the room co l l a pse i n  o n  them, dea l i n g  1 2d6  

po i nts of b l u dgeon i n g  damage (Ref lex DC  32 ha l f) . T he  

fo l l ow ing  round,  a l l  creatures t h a t  t ook  fu l l  damage 

f rom the co l l a ps i n g  wa l l  f ee l  t he i r  l u ngs  fi l l  w i th water. 
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Each affected creat u re fa l l s  u nconsc ious at the start  of i ts  

t u rn  and  i s  reduced to O h i t  po i nts a s  the d rown i ng  ru les 

(Pathfinder RPG Core Rulebook 445) . 
Destruction Th is  haun t  is destroyed when the House of 

Refl ect ions is repa i red and  once more f loats peacefu l l y  on  

the F i rst Ra i n s .  

6. Sa lon  
The sofas and chairs that line the walls of this salon are covered 

in thick sheets of mold. In the center of the room, a free­

standing fireplace crackles with a ghostly flame with an aura of 

frigid cold. To the south are the ruins of a spiral staircase that 

once led up to the second floor, now blocked by a solid wall of 

rubble. On the salon's southeastern wall is a mirror eflife trappin[j 

that Imaloka uses to ensnare interlopers. Currently, the mirror · 

holds the marilith Nefritzzam, two seraptis demons, and four 

nabasus, all of whom were investigating the area on Ymirziak's 

orders until Imaloka trapped them in the mirror. The banshee 

first activates the mirror to trap any interlopers, and releases 

the trapped demons upon any who avoid her snare. 

NABASU DEMONS (4) CR 8 

XP 4,800 each 
hp 1 03 each (Pathfinder RPG Bestiary 64) 

NEFRITZZAM CR 1 7  

X P  1 02,400 

Mar i l i th demon (Pathfinder RPG Bestiary 63) 
hp 264 

SERAPTIS DEMONS (2) CR 15  

XP 51,200 each 
hp 2 1 7  each (Pathfinder Campaign Setting: Lords of Chaos, 

Book of the Damned, Vol. 2 58) 

7. SOLAR I U M  
The eastern wall of this room is made of iron lattice, which 

originally let in fresh air and sunlight to support the solarium's 

garden. The lattice is now overgrown with a mess ofbrambles 

and thick vines, and the plants in the solarium are wild and 

untended. Among the largely benign plants are six fiendish 

viper vines, the result of Abyssal seeds that blew through the 

lattice and took root in the fertile soil of the solarium. 

ADVANCED F I END ISH VIPER V INES (6) CR 15  

XP 51,200 each 
hp 230  each (Pathfinder RPG Bestiary 2 279, 292) 

8. MOOR ING  DOCK  
This narrow dock features a number of mooring posts to 

which visiting barges tied up while their inhabitants reveled 

within the manor. lnlaloka sealed the entrance to area 7 that 

once existed here, and aside from cutting through the thick 

vines and magically reinforced lattice to the solarium, there 

is no ingress into the House of Perfection from this location. 



;1'Jo anera is a nightwing, a monstrosity with massive, 

{�\; �ght-black wings and an ever-hungering mouth who 

delights in extinguishing magic as much as snuffing 

out the spark oflife. Like all nightshades, her only interest 

in the world of the living is eliminating every last hideous 

bit of motion and color from its vast expanse. Although she 

is extremely intelligent and patient, she prefers to feign the 

animal intelligence of a simple predator in order to trick her 

prey into underestimating her until she is ready to kill them. 

Jolanera emerged from the Wizard-King's Pit on the Isle 

ofTerror during Tar-Baphon's long absence after he was 

first slain by Aroden. She enjoyed free reign over much of 

the isle and surrounding waters for a time, coincidentally 

scaring off many would-be scavengers of the wizard-king's 

stored treasures, until the Whispering Tyrant returned 

from the dead as a lich. Eventually, he convinced her 

to serve willingly in exchange for the promise that he 

would explain to her the magical principles he used to 

tap into the planar rift deep in the Well of Sorrows below 

his dungeon. However, Tar-Baphon was trapped within 

Gallowspire before following through on his end of the 

bargain. Jolanera began using undead minions to explore 

more of the Wizard-King's Pit, and determined that he 

had been hiding things from her. Upon realizing this, she 

resolved to investigate the pit's magic on her own terms. 

She soon discovered that another being, even more powerful 

than herself, had clawed its way out of the Well of Sorrows 

deep underground. This being was Karamorros, a draconic 

rival of the living Tar-Baphon, who had survived secretly 

in undeath as a ravener and now bides her time, watching 

and waiting for the right time to strike the wizard-king. 

Karamorros deduced the terms ofJolanera's servitude­

guardianship in exchange for planar knowledge-and 

offered her a similar deal. Obsessed with revenge against 

Tar-Baphon for murdering her and her children, the ravener 

didn't care why the nightwing was so concerned with the 

planar anomaly beneath the Isle of Terror. Karamorros 

simply argued that the defeated Whispering Tyrant was 

obviously too weak and foolish to hold up his end of the 

deal, especially with a powerful foe like Karamorros waiting 

to thwart him whenever he finally found a way out of his 

nigh-impregnable prison. Jolanera conceded the point and 

agreed to assist Karamorros with the ravener's scheme for 

vengeance in order to further her own dream of expanding 

the rift beneath the Wizard-King's Pit so it affects not only 

the Isle of Terror, but the entire Lake Encarthan region 

and eventually beyond. 
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Jolanera is interested in maintaining an alliance only so 

long as she can see how she might leverage it into large­

scale destruction. Although she is patient, she is becoming 

frustrated at how little obvious progress Karamorros has 

made in furthering either the ravener's goals or Jolanera's 

in recent centuries. The nightwing would happily destroy 

her ravener patron if the secret knowledge of tearing the 

planar rift wide open could be had there by. Although it has 

been many centuries since she has spoken to Tar-Baphon, 

Jolanera maintains the superficial terms ofher agreement 

with him in the hope that she can convince him that she 

remains simply his servant whenever he is finally freed. This 

ruse pleases Karamorros, who hopes to trick the escaped 

lich into trusting Jolanera until the nightwing can help 

Karamorros avenge herself and her children. Jolanera did 

not mention to her that the ruse also gives her the option 

of betraying Karamorros to the Whispering Tyrant if he 

proves more accommodating than the ravener. 

In the course ofher research and development on planar 

rifts, Jolanera has determined that she needs to collect 

several powerful living beings to use as sacrifices; she 

hopes to find them among those who trespass on or near 

the island with the assistance of her minions and pirate 

associates. She might test how they handle attacks or tricks 

to assess whether they are powerful enough to meet her 

needs. Candidates who demonstrate advanced knowledge 

of conjuration might be enslaved as researchers instead. 

Jolanera fears that loyal servants ofTar-Baphon lingering 

in the Wizard-King's Pit or beyond the Isle ofTerror might 

discover her cooperation with Karamorros and attack her, 

disrupting her precious research. Therefore, she keeps the 

ravener's existence a secret even from her own servants. 

Jolanera lairs in a cave on a north-facing flank of the 

Three Furies, where the sun never shines. As part of her 

bargain with the Whispering Tyrant, she avoids the City of 

Golden Death and Fort Landing to protect Tar-Baphon's 

privacy and that of his guests. She patrols the rest of the 

island on an unpredictable nocturnal schedule, making 

use of the isle's naturally occurring negative energy storms 

to conceal her presence and to heal any minor injuries 

she suffers from the island's monsters or from any of 

the mysterious inhabitants of the Whitewood who resist 

her predations. 

JOLANERA CR 1 7  

XP 1 02,400 

Female advanced n i g htw ing (Pathfinder RPG Bestiary 2 203) 



CE Ga rgantuan undead (extra p l a n a r, n i g htshade) 

ln i t  +9; Senses da rksense, da rkvi s i on  60 ft . ,  

detect magic, l ow- l i g ht v i s i on; Percept ion +30 

Aura desecra t i ng  a u ra (30 ft . )  

DEFENSE 

AC 32, touch  1 1 ,  f lat-footed 27 (+5 Dex, 

+2 1 na tu ra l ,  -4 s i ze) 

hp 241 (2 1 d 8+1 47) 

Fort +1 4, Ref +12 ,  Will +20 

DR 1 5/good a nd  s i l ve r; Immune co ld ,  

undead t ra i ts; SR 28 

Weaknesses l i g ht avers i o n  

OFFENSE 

Speed 30 ft . , f ly 60 ft .  (good) 

Melee b i te +28 (4d 1 2+25 p lus  4d6 co ld  and 

mag ic  d r a i n) 

Space 20 fl . ;  Reach 20 ft .  

Special Attacks channe l  n egat ive ene rgy  

(9d6, DC 27, 1 O/day), mag i c  d r a i n  (DC 27), 

sou l  condu i t  

Spel l -L ike Abi l it ies ( C L  1 7th; concentrat ion +24) 

Constant-detect magic, magic fang 

At wi l l-contagion (DC 2 1 ), deeper darkness, unholy 

blight (DC 2 1 )  

3/day-confusian ( D C  2 1 ), dimensional anchor, greater 

dispel magic, haste, hold monster (DC 22) 

1/day-cone of cold (DC 22), finger of death (DC 24), 

plane shift (DC 24), s ummon ( level 7, 5 g reater shadows) 

TACTICS 

Before Combat j o l a nera s ummons  shadows a nd  casts haste 

on herse l f  a nd  the shadows before fac ing a potent i a l l y  

dange rous  f oe .  She  p refers t o  l u re l i v i ng  f oe s  i nto the a rea 

of a sou l  condu i t .  

Dur ing Combat j o l a nera k i l l s  foes  as  q u i ck ly  a s  poss i b l e, 

focus i ng  on phys ica l l y  f ra i l  or s ummoned creatu res i f  

s he  fee l s  confi den t  t he i r  sou l s  can  power a sou l  condu i t .  

I f  poss i b l e, she  uses he r  shadows to mob and d is t ract  a 

s i n g l e  dangerous foe or to th reaten a vu l ne rab l e  creat u re 

with a l l i es .  S he  favors cast ing dimensional anchor on 

creatures she  has  p i nned  down ,  pa r t i cu l a r l y  l i v i ng  foes  i n  

a negat ive -dom inant zone .  

Mora le j o l a nera f lees to reg roup i f  reduced to 56 h i t  po i nts 

wh i l e  s i ckened by l i g ht .  

STATISTICS 

Str 42, Dex 2 1 ,  Con -, Int  23, Wis 22, Cha 25  

Base Atk  +1 5; CMB +35  (+39 s unde r); CMD 50 ( 52  v s .  s unde r) 

Feats C l eave, Combat Ref lexes, Command  U ndead,  G reat 

C l eave, G reater Sunde r, Imp roved I n i t iat ive, Imp roved I ro n  

W i l l , Imp roved Sunde r, I ro n  W i l l , Power Attack, Snatch 

Sk i l l s  F l y  +27, I n t im i date +3 1 ,  Know ledge  (a rca n a) +30,  

Know ledge  ( p l a nes) +27, Know ledge  (re l i g i on) +30, 

Pe rcept i o n  +30, Sense  Mot ive +30, S pe l l c raf t  +30, 

Stea l th  +1 7 (+2 5 in a reas  of d i m  l i g ht and da rkness), 

Sw im +37; Rac ia l  Modifiers +8 Stea l th  in a reas  of d i m  

l i g h t a n d  da rkness  
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Languages Abyssa l ,  Ak lo, Common ,  Dracon i c, I n fe rna l ,  

U n dercommon; te l epathy 100 f t .  

SPECIAL ABILITIES 

Soul Conduit (Su) jo l a nera has learned to weave the sou l s  

of her  v i c t ims i nto an  ectop lasmic  p l ana r  condu it .  Whenever 

she s l ays a l iv ing creature with at least 8 H i t  D i ce, she can 

act ivate this ab i l i ty as a n  immed iate act ion to create a condu i t  

to the Negat ive Energy P lane tha t  resemb les  a roi l i n g  b lack 

sheet centered on  the vict im's space. The a rea with a 5-foot 

rad i u s  of the condu i t  ga ins  the major  negat ive-dominant  

p l ana r  tra it, and  the a rea with i n  a SO-foot rad i u s  ga ins  the 

minor negat ive -dominant  p lanar tra i t .  The condu it c loses after 

1 day per H i t  D ie the v ict im possessed or i f  i t i s  i n c l uded in 

the a rea of a dimensional lack spe l l .  As l ong  as  two condu its 

create over l app ing  m i no r  negat ive -dominant  zones, the 

a rea of over l ap  is a major negat ive -dominant  zone. A sou l  

affected by th i s  ab i l i ty i s  imposs i b l e  to restore to l i fe unt i l  the 

condu i t  i s  c losed, and  even then, i t can be revived on ly  wi th 

resurrection, true resurrection, miracle, or  wish. 



J O LANERA'S LAI R  
The opening to Jolanera's cave complex in the Three 

Furies lies at the same level as a murky negative energy 

storm, near where the Whispering River weaves its way 

down out of the illusion-shrouded inner vale. Living 

creatures in the cave must take care to avoid patches of 

negative energy that might drift through from time to 

time. The cave complex extends deep into the mountain, 

eventually connecting with the channel of negative 

energies pouring through the Well of Sorrows. 

1 .  Entrance 
The first part of  the cave after the flesh-strewn entrance 

holds a gift Tar-Baphon gave Jolanera to show his sincere 

interest in mutual cooperation: an ecorche. Jolanera doesn't 

trust it with knowledge of her dealings with Karamorros, 

so she has assigned it to guard the cave's entrance in case 

Karamorros or the ravener's minions attack. 

ECORCHE CR 16 

XP 76,800 

hp 209 (Pathfinder RPG Bestiary 3 1 09) 

2. Death Gate 
This cave holds an array of magical apparatuses that 

Jolanera uses to perform experiments related to the 
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nature and formation of the planar rift far below the 

Isle of Terror. When properly calibrated and fueled by 

a powerful living soul, one hemispherical stone device 

can create a 9ate to almost any other plane. The devices 

are attended by a pair of liches who serve as Jolanera's 

researchers, building and testing items based on what she 

has learned from examining the rift and clues provided 

by Karamorros, Tar-Baphon, and Moxonorios (see area 3). 

Inkoria and Wespris are sibling students of Tar-Baphon 

who transferred their loyalty to Jolanera when their 

master was lost to them. They have become utterly 

absorbed in the details of their research, and no longer 

wonder what their mistress intends to accomplish by it. 

I NKORIA AND WESPRIS CR 12 

XP 1 9,200 each 
NE human  l i c h  necromancer 1 1  (Pathfinder RPG Bestiary 1 88) 

hp 1 1 1  each 

3. Summon ing Chamber  
This chamber is inscribed with a ma9ic circle anainst chaos 

directed inward. It was used to call the xacarba Moxonorios, 

who now calls this place his home. With the assistance of 

a scroll of 9ate that Jolanera's ecorche recovered from the 

Wizard-King's Pit, Inkoria called Moxonorios for Jolanera. 

The nightwing arranged for Moxonorios to help her devise 



a way to extend the rift in the Well of Sorrows up through 

this cave in exchange for helping him unleash the full 

power of the Negative Energy Plane upon his foes. She did 

not, however, mention that she plans to help him do so by 

tossing him into the depths of the Negative Energy Plane, 

where he will provide the raw materials for the formation 

of a new nightshade whom she will direct to annihilate 

his old foes. With the assistance of Wespris and pieces of 

equipment and notes stolen from the Wizard-King's Pit, 

Moxonorios engineered the gate in area 2. 

MOXONORIOS CR 15 

XP 51,200 

Xaca rba (Pathfinder RPG Bestiary 2 288) 

hp 2 1 0  

4. Vo id  Funne l  
In the largest cavern, two nightwings defend one ofJ olanera's 

most prized possessions: a void fennel attuned to the minor 

negative-dominant trait which she has been trying to use to 

affect the currents of negative energy from area 7. 

N IGHTWINGS (2) CR 1 4  

XP 38,400 each 
hp 1 95 each (Pathfinder RPG Bestiary 2 203) 

PRICE 
46,000 GP 

WEIGHT 10 l bs .  

Th is  e laborately tapered latt ice of adamant ine and copper 

channels the essence of one plane to which it has been 

attuned .  Whenever it leaves a p lane of existence, i t becomes 

attuned to one planar trait from among the fo l lowing that the 

p lane possessed: minor negat ive-dominant, minor posit ive­

dominant, m i l d ly  a l igned .  I f  a p l ane had mu l t ip le appropriate 

traits, one is chosen random ly. I f  the p lane has a more 

powerfu l vers ion of one of these tra its, the item attunes to the 

weaker vers ion of the trait . Once per day, when a command 

word is spoken, the a rea with in a 30-foot- rad ius emanat ion 

centered on  the funnel ga ins  the attuned trait for 1 m i nute. 

I f the user of a void funnel chooses, she becomes immune to 

any negative effects of the funne l  when it's activated .  

CONSTRUCTION REQUIREMENTS I COST 23,000 GP 

Craft Wondrous I tem, gate 

5 .  S lave Workshop 
This cave holds a stark magical workshop inhabited by 

Bavorov Trelisk, a living conjurer who foolishly thought 

the Whispering Tyrant's holdings on the Isle of Terror 

were abandoned and came to plunder them with his son 

Malen and several mercenary guards. The guards were 

slaughtered, but Bavorov demonstrated enough skill with 

conjuration to interest Jolanera. The nightwing captured 

him and Malen; she keeps the latter as a hostage to 
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guarantee Bavorov's cooperation. She then set Bavorov to 

work developing a way to extend the rift between two open 

gates by improving on one of lnkoria's inventions, a device 

that interferes with planar travel. Whenever a teleportation 

effect is used in this area, the device transports the target or 

targets and all adjacent creatures and objects to the Astral 

Plane for i round before returning them to their original 

locations. This replaces the normal effect. Calling and 

summoning effects used in the room have their durations 

doubled as if by Extend Spell, but without a change in 

casting time or spell slot level. This room is shielded from 

the negative energy that flows up from the Well of Sorrows. 

Seeing his son tormented and possessed by shadow 

demons, along with Moxonorios's mind games, has 

inspired Bavorov with a deathly fear of disobeying his 

captors. He fights to defend them unless he knows his 

son is already freed, fearing that a demon may kill Malen 

during an escape attempt. However, Bavorov starts by 

pleading with attackers to surrender and explaining why 

he must try to stop them. If approached peacefully, he can 

be convinced to risk an escape attempt with a successful 

DC 31 Diplomacy check, although he insists that his son 

be rescued immediately. 

BAVOROV TREL ISK CR 14 

XP 38,400 

N crue l conj u re r  (Pathfinder RPG NPC Codex 1 90) 

hp 1 2 5  

6 .  Shadowy Vault  
Jolanera's prison holds skilled humanoids whom she 

intends to sacrifice in order to activate the gate in area 2. 

Because the prisoners must all die at once, they are kept 

under lock and key. In addition to sacrificial victims, Malen 

Trelisk (N male human rogue 8) is imprisoned here, and is 

usually possessed by one of a band of especially insidious 

shadow demons. Malen is held as a hostage to ensure the 

cooperation of his father, Bavorov Trelisk (see area 5). 

ADVANCED SHADOW DEMONS (8) CR 8 

XP 4,800 each 
hp 73 each (Pathfinder RPG Bestiary 67, 294) 

7. Jo lanera's Roost 
Jolanera (see page 20) roosts in a cave that opens onto 

the Well of Sorrows, where the energies that leak forth 

can heal her if she is injured or wearied by exposure to 

the foul sun. The cave's floor ends in a steep slope that 

descends toward the well; Jolanera tosses foes into the 

well if they cannot fly. This room is subject to strikes of 

negative energy from the Well of Darkness. Every id10 

rounds, a bolt strikes out at one random creature in the 

room as a ranged touch attack with a +12 attack bonus, 

dealing 4d6 points of damage on a successful hit (undead 

are healed by that amount instead). 



� eyi Pahano never set out to become a lich. She 

� was born in the Lirgeni capital of Hyrantam 

at the precise moment of the spring equinox 

in 4582 AR. As a child of the equinox born to a highly 

respected family, she was expected to be exceptional, 

and she was. Her astrological birth chart foretold 

that she would become influential in Lirgen's 

future. She could walk at 6 months, spoke in 

full and elaborate sentences at 14 months, and 

was reading by 30 months. As she grew up, she 

became a determined and articulate orator. Not 

only was Meyi able to convince her classmates 

and neighborhood friends to succumb to her 

manipulations, but she also had the power 

to sway adults, even at that young age-a 

skill she recognized and used fully to 

her advantage. After graduating from 

the Nalthane Academy at the top of 

her class, she became an influential 

member of the Saoc Brethren and 

quickly rose to the rank of High 

Seer. In this position she ensured the 

prosperity of her nation, all the while 

looking to the stars for guidance. 

Meyi studied the heavens, gazing 

at the stars from sundown to sunrise 

each night to glean some sense from 

the chaotic turning of the world. Five 

years before the formation of the Eye 

of Abendego, she began noticing 

strange interactions in her charts­

results hinting at a terrible event 

looming just beyond a dark horizon. 

Other seers found similar results, but 

they either dismissed the discrepancies 

as poorly collected observations and improperly 

calculated reviews, or were unable to find all of 

the common threads in the mountain of data 

recorded. Then one evening while remotely 

viewing the cosmos with the aid of her prized 

farwatcher (Path.finder Campai,gn Settin,g: Lost 

Kin,gdoms 12), Meyi heard a voice in her head. 

A being calling himself Tzriek-a bone sage 

from the dead planet Eox-reached out to 

Meyi and told her in detail of the coming 

calamity. With her fears confirmed, Meyi tried 

to present her findings to her peers, but despite her 

24 

eloquent pleas, the other members of the council rejected 

her warnings without discussion. She was laughed out of 

the chambers each time, and increasingly the Brethren 

came to view her findings as nothing more than mad 

conspiracy theories. Nevertheless, Meyi was certain 

something disastrous was on the horizon. 

When the world shook and the Eye of Abendego 

spiraled to its full destructive rage, shattering 

the once-proud nation ofLirgen, Meyi took little 

satisfaction in the accuracy of her predictions. As 

the Saoc Brethren frantically worked to salvage 

what they could of their dying country and 

broken people in the following years, 

she felt betrayed and outraged that the 

Brethren hadn't listened to her when 

they still had a chance to mitigate the 

destruction. But after the disaster, many 

in Lirgen remembered her warnings 

and came to look to her for advice in 

those desperate times. 

After the disaster, Tzriek offered more 

than information to Meyi. He also 

offered unimaginable power and an 

opportunity to bridge the gap between 

their two worlds. Baiting Meyi with 

obscure lore and knowledge of other 

solar systems-even other galaxies­

her mysterious patron convinced her to 

begin construction of an interplanetary 

gate deep beneath the mountain 

observatory the astrologer had been 

using as her base of operations. When 

Meyi realized she'd never live long 

enough to complete what would become 

known as the Dim Gate, Tzriek played on 

her desperation over her nation's plight, 

the sting ofbetrayal from her own people, 

and the unquenchable urge to unlock the 

secrets of the universe, and convinced 

Meyi that immortality through lichdom 

was her only viable path. 

Seeking the immortal embrace 

of lichdom is the province of 

necromancers, but Meyi's 

arcane training was 

in divination (as 

was the case with most 



high-blooded Lirgeni). She specialized in viewing remote 

locations and communicating with whatever higher powers 

she could reach. Through her contact with Tzriek, Meyi 

learned the secrets of necromancy and began what she 

considered ascension to immortality. The price to pay 

for this immortality was high. In the end, Meyi used her 

persuasive powers to convince most of the surviving Saoc 

Brethren to take their own lives to atone for their failure­

their very deaths fueling her ascension into undeath. 

Meyi is odd for a lich, as she possesses very little skill 

in the necromantic arts. Most of her experience with the 

magic of death has been from the last century spent with 

her Eoxian patron. Since her transition to lichdom, she has 

added dozens of necromancy spells to her spellbook, but 

still struggles to cast them. At Tzriek's urging, she built her 

phylactery into a ring at the center of the crystalline core 

in the main collector of the Dim Gate. Not only does this 

mean that to permanently destroy her, one would have to 

destroy the (still incomplete) interplanetary gate, but is also 

binds her to her appointed task. 

Much of Meyi's power is borrowed, and she lacks the 

ability to create many of the devices that make up the Dim 

Gate without the assistance ofher alien patron. Meyi is all 

too aware of this weakness; knowing that she is but a tool 

of a mysterious force from a distant world angers her. Her 

frustration doesn't stop Meyi from working nonstop toward 

her ultimate goal-especially now as it nears completion­

but she is periodically driven into a destructive rage. 

MEYI PAHANO CR 13 

XP 25,600 

Fema le  h uman  l i ch d i v i ne r  12 (Pathfinder RPG Bestiary 1 88) 

L E  Med i um  undead  (a ugmented humano i d )  

I n it  + 1 1 ; Senses da rkvis i on  60 f t . ;  Percept ion +20 

Aura fea r (60 ft . ,  DC 20) 

DEFENSE 

AC 1 7, touch  1 2, f la t-footed 1 6  (+1 de fl e c t i on, +1 Dex, 

+5  na tu r a l )  

hp 1 1 6  ( 12d6+72) 

Fort +1 0, Ref +9, Wil l  +1 2 

Defensive Abi l it ies channe l  res ista nce +4, rejuvenat ion; 

DR 1 5/b l udgeon i ng  a nd  mag i c; Immune co ld ,  e lect r i c i ty, 

undead t ra i t s  

OFFENSE 

Speed 30 ft .  

Melee + 1  dagger +7/+2 ( 1 d4+1/1 9-20) or 

touch +6 (1 d8+6 p lus pa ra lyz i ng  tou ch) 

Special Attacks para lyz ing  touch (DC 22) 

Arcane School Spel l - L ike Abi l it ies (CL 1 2 th; 

concentrat ion +1 9) 

1 0/day-d iv i ne r's fort une  (+6) 

Diviner Spel ls  Prepa red (CL 1 2 th; concentrat ion +1 9) 

6th-disintegrate (2), geos, true seeing 

5th-acidic sproy"M (DC 24), cloudkill (DC 24), dominate 

person (DC 22), prying eyes, wreath of blades"' (DC 22) 
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4th-charm monster (DC 2 1 ), dimension door, phantasmal 

killer (DC 2 1 ), stoneskin, symbol of revelotion"M 

3 rd-arcane sight, dispel magic, fireball (DC 20), haste, 

protection from energy, suggestion (DC 20) 

2 nd-cot 's grace, fog cloud, glitterdust (DC 2 1 ), mirror 

image, shore memory"M (DC 1 9), spider climb, web 

(DC 2 1 )  

1 st-moge armor, protection from good, shield, true 

strike, unseen servant, vonishAPG (2) 

O (at w i l l )-detect magic, moge hand, mending, resistance 

Opposition Schools evocat ion ,  nec romancy 

TACTICS 

Before Combat If s he  has  enough  t ime, Meyi casts 

defens ive spe l l s  depend i ng  on  what she  has  a l ready 

observed about  the PCs ,  weig h i n g  the i r  s t rengths  a nd  

weaknesses aga i nst  he r  own .  S i nce she  i s  u s u a l l y  d eep  i n  

t h e  comp l ex, s h e  l i ke l y  h a s  a m p l e  wa rn i ng  t o  ready h e r  

defenses a nd  l a y  a t rap f o r  a n y  u nwe lcome v is i tors .  

During Combat She a lways t r ies to pa r l ey w i th  or 

d om i nate her opponents before reso rt i n g  to disintegrate 

or he r  wand of lightning bolt i n  combat .  When  fi g ht i n g, 

Mey i  t r i e s  to b r i n g  t he  combat  to t he  Co l l e c t i on  Chambe r  

(a rea 3), know i ng  that  t he  void crystal's ene rg i e s  c an  be  

used  a s  a wea pon .  

Mora le  Mey i  i s  confi den t  he r  phy l actery c a n ' t  be q u i ck ly  

dest royed by any  i nvade rs, so she fi g hts reck less ly, 

knowi ng  that  she w i l l  s imp l y  refo rm to cont i n ue  he r  work 

i f  she i s  dest royed .  

STATISTICS 

Str 1 0, Dex 1 2, Con -, Int 24, Wis 1 5, Cha 1 8  

Base Atk +6; CMB +6; CMD 24 

Feats Ab i l i ty  Focus (pa ra l y z i ng  tou ch), Craft  Wand ,  

Craf t  Wondrous  I tem, Defens ive Combat  Tra i n i ng ,  

G reater Spe l l  Focus  (conj u ra t i on), Im p roved I n i t i a t i ve, 

L i g h t n i n g  Ref l exes, S c r i be  Sc ro l l ,  S p e l l  Focus  

(conj u ra t i on), Tou g h ness  

Sk i l l s  B l uff  +1 5, D i p l omacy +1 0, I nt im i date + 13 ,  

Knowledge (a rcana) +22, Knowledge (eng i neer i ng )  +22, 

Knowledge (geogra phy) +1 8, Knowledge (p l anes) +1 8, 

Knowledge (re l i g i on) +1 8, Pe rcept ion +20, Profess ion 

(astronomer) +1 7, Sense Mot ive +20, Spe l l c raft +22, 

Stea l th  +9, Use Mag i c  Device +1 5; Racial Modifiers 

+8 Percept ion ,  +8 Sense Mot ive, +8 Stea l th  

Languages Ce lest ia l ,  Common, Dracon i c, G i a nt, I n fe rna l, 

j i stka, Nec r i l , Po lyg l ot 

SQ a rcane bond (contro l  r i ng), fo rewa rned, sc ry ing adept 

Combat Gear scroll of displacement, scrolls of fireball (2), 

scroll of mnemonic enhancer, wand of lightning bolt 

(50 cha rges); Other Gear + 1 dagger, cloak of resistance +2, 

control ring, headband of vast intelligence +4, ring of 

protection + 1, spe l l  component  pouch, s pe l l book  (conta i n s  

a l l  0 - l evel spe l l s, a l l  prepared spe l ls , a n d  2d 1 2  spe l l s  o f  

u p  to 6 th  l evel of the GM's cho i ce), g ran ite and  d i amond  

dus t  wo r t h  250  g p, o i ntment worth 250  g p, powdered 

d i amond  and opa l worth 1 ,000 gp 



THE D I M  GATE 
The Dim Gate's observatory sits atop a peak in the Napsune 

Mountains overlooking a narrow, secluded valley. Though 

the Eye of Abendego's perpetually rotating arms lash the 

Sodden Lands, the mountains grant the peak a reprieve 

from the constant deluge the lowlands face. The elevation 

provides a clear view of the heavens on most nights, though 

the visibility conditions are irrelevant for the purposes of 

collecting power from celestial alignments. 

The interior of the complex is mostly unlit, as none of 

the inhabitants have need for light, though some chambers 

have effects that provide dim light. Hallways are 10 feet 

wide, with 10-foot-high ceilings. Most of the angles in the 

complex are softened by rounded corners. 

1 .  O bservatory 
A narrow, overgrown trail winds up the mountain to the 

observatory. A contingent of skeletal champions (Pathfinder 

RPG Bestiary 252) patrols the grounds atop the mountain. 

Their efforts are aided by a gift from Tzriek-a nightwing 

(Pathfinder RPG Bestiary 2 203) called Gloomtide who lairs 

in a nearby cave. Gloomtide soars above the site, keeping 

watch for any intruders climbing the mountain path. 

The observatory holds afarwatcher, a device created to 

facilitate stargazing. This massive telescope sits in the 

middle of the observatory floor and can be swiveled around 

and focused using a series of cranks and levers on its base. 
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A hatch in the floor opens to  a staircase that spirals down 

into the depths of the facility. The steel shutters that make 

up the observatory's dome can be retracted or opened 

depending on the alignment ofthefarwatcher. Large rolls of 

star charts, intricate cosmograms, and notes from decades 

of astronomical studies sit in tall racks that wrap around the 

walls. During special celestial events, Meyi can be found in 

the observatory, peering through her telescope and dictating 

her notes and observations to an assistant. 

2. G reeting Ha l l  
This chamber was once used to  greet visitors to  the site, but 

now it serves as the home to some ofMeyi's guardians. Long 

ago, she lured a Koboto tribe to the site, offering to hire 

them to serve as guardians, but she eventually slaughtered 

them all and raised them as skeletal champions. Kemota 

(NE female human skeletal champion fighter 5), the tribe's 

chieftain, still leads her people in death and is in charge 

of the Dim Gate's security. While many of the skeletal 

champions patrol outside the observatory, a dozen of them 

remain in this room to prevent trespassers from delving 

deeper into the complex. A lift that descends into the 

complex is at the far end of the hall. 

3. Co l l ect ion Chamber 
In  addition to the main collector shaft running all the 

way up to thefarwatcher, three accumulator shafts plunge 



through the mountains to this chamber. These shafts are 

covered by circular iron doors, warded with symbols of pain 

and other magical deterrents. On occasion, the shafts 

temporarily align with certain celestial bodies. When 

this happens, they direct energy into the chamber that is 

then focused and intensified by dozens ofblack mirrors 

into the void crystal at the center of the room. The void 

crystal sits on a tiered pedestal, and it constantly radiates 

crackling purple energy streaked with black strands that 

dance across its surface. 

Three greater shadows (Bestiary 245) flit through this 

domed chamber, and they descend on any living creature 

that enters the room. If intruders penetrate the complex's 

defenses, Meyi attempts to lead them to this chamber so 

that she has a significant advantage in combat. 

Deep below this chamber is the core of the Dim Gate, 

where all the collected energy is stored-a perfectly 

spherical room coated in black crystal that was applied 

when molten. A nearby control room allows Meyi to observe 

the levels of energy and provides the mechanism to open 

the gate to Eox once enough energy has been collected. 

AURA strong necromancy 

MINOR 
ARTIFACT 

WEIGHT 1 60 lbs . 

The void crystal crackled into existence through interp lanetary 

feedback between a device on  Go l a r ion-one of two l i n ked 

mag ica l  r i ng s-and  a fac i l i ty o n  Eox. The r i ng  that 's bu r i ed  

deep beneath  the D im  Gate  s i t s  at  the cen te r  of t h i s  g reat 

c rys ta l ,  wh i c h  s h u d d e rs a n d  expa n d s  in the co l l e c t i o n  

chamber  ea ch  t ime the proper  a l i g nment of ce les t ia l  bod ies  

comes to pass .  

The void crystal i s  a t tuned to the creatu re that  wears  i t s  

control ring, which is i n herent ly l i n ked to the r ing at the center 

of the crysta l .  As a move ac t ion, a c reat u re wea r i ng  the r i ng  

can  t r i gge r  t he  crysta l to d i s cha rge negat ive ene rgy. Th i s  

d i scharge fi l l s  the chamber, a nd  dea l s  1 5 0  po i nts of negat ive 

ene rgy  damage (Wi l l  DC 20 ha l f ) .  U ndead  creatures i n  the 

a rea of the d i s cha rge  a re hea led of 150 po i nts of damage .  

The rese rvo i rs i n  the D im Ga te  usua l l y  conta i n  enough energy 

to power th is d i s cha rge  t h ree t imes per  week. 

A l so, a c reatu re in cont ro l  of  the void crystal can u se  

i ts  nec romant i c  ene rgy to r a i s e  any  creatu re k i l l ed  by the 

d i s cha rge  as a n  u ndead creatu re as  i f  u s i ng  animate dead, 

create undead, or create greater undead. The creatu re i n  

contro l  of t h e  void crystal can contro l  u p  t o  30 H D  of undead 

created i n  th i s  man ne r. 

F i n a l l y, a creatu re in contro l  of the void crystal can  use 

dimension door at wi l l  to t rave l  to the co l l ec t ion chamber  

o r  the D im  Gate's contro l  room .  

DESTRUCTION 

The void crystal can be  des t royed by s u bjec t i n g  i t  to 1 6  

cont i n u a l  hou rs o f  t rue sun l i g h t  wi thout removi ng  i t  from i ts 

receptac le  i n  the co l l ect ion chamber. 
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4. Lounge 
The lift stops in a small foyer that connects this chamber 

to Meyi's planetarium. Two large orreries sit in opposite 

corners of this huge lounge. One of these planetary 

models is an accurate representation of Golarion's 

solar system and its movements around the sun, but 

the other model would be unrecognizable to Golarion's 

astronomers. Comfortable chairs and lounges surround 

lush rugs, and tables laden with books and sheets of 

strange poetry sit between the chairs, providing easy 

access to reading material. As she has been undead for 

only a century, Meyi has tried to remain civilized and 

still clings to some of the pleasures that she enjoyed in 

her former life. She was always fond of highly structured 

poetry, and has recently been working with a new form 

that mixes different languages within the stanzas to create 

a complex, multilingual rhyming verse. 

A door opens from the northeastern corner of this 

chamber. From it, a hallway runs to one ofMeyi's speaking 

chambers. The two speaking chambers in the complex, 

provide a means for Meyi to communicate with Tzriek. 

These spherical rooms are cold and lightless, and they 

lack both air and gravity in order to simulate the void 

of space. A user simply floats in the miniature void and 

waits to establish a mental connection with a creature 

somewhere else. 

Meyi is thankful that she no longer has a sense of smell, 

as she has placed a group of five ghasts (Bestiary i46) in 

charge of attending her lounge. These five were once part 

of an adventuring party that tried to raid her observatory, 

but she killed them with the void crystal and raised them 

to be undead servants. Two members of the group are 

6th-level rogue twins, one is an archery-focused 6th-level 

ranger whose favored enemy is human, one is a 7th-level 

sorcerer with the destined bloodline, and the last one is 

a 7th-level cleric ofNethys. When not attending to Meyi, 

they use the lounge as a place to relax and share tales (and 

meals when available), but they aren't permitted into the 

adjoining planetarium without permission. 

5. P lanetar ium 
This domed chamber glows with the images ofinnumerable 

fiery suns. Built by her assistant, Kian (LE male human 

nosferatu84 bard 7), as a gift on the 77th anniversary of 

Meyi's transformation into a lich, this planetarium displays 

a series of complex illusions that represent the night sky. 

This illusory planetarium can be controlled so that it 

allows the viewer to see the sky as it would appear at any 

time in the past or present, allowing Meyi to track coming 

conjunctions and planetary alignments to better serve the 

Dim Gate. Kian spends much of his time relaxing in this 

room by writing poems for Meyi and finding new ways 

to entertain her. A door in the southeastern wall of the 

planetarium opens to a shaft with a lift, which descends 

into another speaking chamber. 



MiriJ.i t)?e Dr��ued 

he disappearance of a stray street urchin or a down­

on-his-luck sailor comes as no great surprise to 

Jtthe residents of the Puddles district in Absalom. In 

any large city, people vanish, with few questions asked­

especially in squalid neighborhoods like the Puddles, 

where many streets are half-submerged in saltwater and 

sewage. Life is cheap, and almost everyone is looking to 

get out. It's a haven for criminals, hucksters, and vagrants, 

making it ideal hunting grounds for a ghast called Mirik 

the Drowned and her ever-hungry cadre of lacedons. 

Together they stalk Absalom's poor, abduct individuals 

who won't be missed, and feast upon their flesh. 
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Mirik indulged in murder and cannibalism long before 

she became undead. One of the many urchins roaming 

Absalom's streets, Mirik disdained picking pockets and 

petty theft, instead taking a job as a rat killer for local 

business owners. In her eighteenth year, finding that 

exterminating rats no longer satisfied her bloodlust, she 

savaged a halfling who was drunkenly relieving himselfin 

a dark alley. As Mirik sat in a pool ofblood next to the body, 

high on adrenaline, she had a sudden urge to consummate 

her kill by tasting her victim's flesh. It took several more 

murders before she worked up the courage to gobble down 

a thick chunk of fat from one of her victims, but by then, 

there was no going back. 

Mirik chose her prey opportunistically, without 

regard to social status. When she gorged herself on 

the viscera of a prominent merchant from the Coins 

and left the body floating in Absalom Harbor, the First 

Watch finally took notice and quickly closed in on her. 

Imprisoned in a penitentiary now known as the Brine, 

Mirik seemed certain to face execution. Before she could 

be tried, however, a severe earthquake rocked the city, 

sinking the Puddles beneath sea level. Mirik's cell 

collapsed and flooded, drowning the serial killer. 

Her skin turned blue from the bay's icy waters, 

her eyes turned milky with death, and a ghast 

swam to the surface, her rebirth fueled by her 

cannibalistic hunger. 

Well aware she won't get even the slim chance of 

freedom she would have gotten as a human if she's caught 

again, Mirik has become more circumspect in fulfilling 

her gruesome needs. She moved her operation from the 

affluent Coins to the seedy Puddles, where she concentrates 

on snatching drunken sailors, orphaned street children, 

vagrants, and prostitutes. There, she made her lair in an 

extensive network of tunnels known as the Siphons, which 

provides safe haven for a variety of miscreants. Mirik's 

main point of entry into the Siphons is beneath a flooded, 

abandoned house; the building features a large sinkhole 

in the rear, which serves as an underwater entrance to the 

Siphons. However, Mirik the Drowned's biggest advantage 

is not her access to Absalom's underground waterways, but 

rather the cadre oflacedons that she has created to aid her 

in her endless quest for humanoid flesh. 

Early in her new life as a ghast, Mirik happened to catch 

two sailors in a knife fight. She easily overpowered the 

wounded pair and dragged their corpses back to her lair, 

devouring one and saving the other for later. Much to 



her surprise, the latter arose mid-feast and joined her in 

her gruesome meal. It had never occurred to Mirik that 

her affliction might be catching, but she welcomed him 

as the first of her lacedon companions. Now, she leads a 

half-dozen of these aquatic undead, which greatly reduces 

her risk of capture, as they do most of the hunting for her. 

Mirik's drowned crew divide themselves into teams of 

three or four, each of which stations itself at high-traffic 

intersections within the Siphons. They lurk just below 

the surface of the water or inside sewer grates, looking 

for people who seem unlikely to be missed. Once they've 

spotted one, the lacedons stalk their unassuming mark until 

he enters a tavern, flophouse, or homeless encampment. 

When the time is right, two or three grab their victim, 

while the others stand lookout. After immobilizing their 

prey with their paralyzing claws, the lacedons drag their 

victims into the Siphons for a gruesome meal. They may 

repeat this process as many as three times per night, given 

the opportunity. Using this strategy, Mirik and her crew 

have murdered hundreds of people without attracting 

unwanted attention. It's only a matter of time, however, 

before they grab the wrong person at the wrong time and 

attract the notice of some righteous adventurers. 

MIR IK THE DROWNED CR 3 

XP 800 

Fema le g hast  l acedon rogue  1 (Pathfinder RPG Bestiary 1 4 6) 

CE Med i um  undead 

ln i t  +6 ;  Senses da rkv i s i on  60 f t . ;  Percept ion +1 2 

Aura stench (1 0 ft .  rad i u s, DC 1 5, 1 d6+4 m i n utes) 

DEFENSE 

AC 20, touch 1 6, f lat-footed 1 4  (+6 Dex, +4 natu ra l )  

hp 3 1  (3 H D; 2d8+1 d8+1 8) 

Fort +6, Ref +8, Wil l  +9 

Defensive Abi l it ies channe l  re s i s t ance +2; Immune 

undead  t ra i t s  

OFFENSE 

Speed 30 ft . ,  swim 30 ft .  

Melee b i te +S (1 d6+4 p lus d i sease, pa ra lys i s), 2 c l aws +6 

(1 d4+4 p lus  pa ra l ys i s) 

Special Attacks d isease, para l ys i s  (1 d4+1 round s, DC 1 4), 

sneak  attack +1 d6  

TACTICS 

Before Combat Mi r i k  is a n  ambush  predator. S he  l u rks i n  the 

sewers jus t  be low the su rface of the scummy water, us i ng  

he r  Swim and  Stea l th  sk i l l s  to rema i n  h idden .  She  attacks 

i so l ated targets and won't engage i f  ou tnumbered .  

Dur ing Combat Mir ik i s  a n  expert at  snatch i ng  peop le of f  

the st reet .  She  uses he r  sneak  attack to land a pa ra lyz i ng  

b l ow, then d rags  he r  v i c t im i nto the sewers .  S he  i s  a h i t­

a nd - r un  spec i a l i s t  a nd  f lees from a sta nd - u p  fi gh t .  

Mora le Mi r i k  fi g hts un t i l  dest royed on l y  i f  s he  i s  cornered .  

She  shows no  a l l eg i a nce to he r  crew, and abandons  them 

i f  the fi gh t  tu rns  aga i nst them, knowi ng  she  can a lways 

make more ghou l i s h  m i n ion s  over t ime .  
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STATISTICS 

Str 1 9, Dex 23, Con -, Int 1 9, Wis 22, Cha 22 

Base Atk +1 ;  CMB +S ;  CMD 2 1  

Feats Stea l thy, Wea pon Focus (c l aws) 

Ski l ls  Acrobat i cs +12 ,  C l imb  +1 0, D i sab l e  Device +12 ,  

Esca pe Art i s t  +12 ,  I n t im idate +12 ,  Knowledge ( loca l )  +1 0, 

Percept ion +12, S le i ght of Hand +12, Stea lth +1 4, Su rviva l +9, 

Swim +1 6 

Languages Common 

SQ t rapfi n d i n g  + 1  

Combat Gear potions of inflict moderate wounds (2), 

potion of invisibility, potions of magic fang (3), potion of 

protection from good; Other Gear gag, mwk manac les (2), 

s i l k  rope (SO ft .), supe r i o r  locks (2), 40 g p  

SPECIAL ABILITIES 

Disease (Su) Ghoul Fever: Bite-inju ry; save Fort  DC 1 7; 

onset 1 day; frequency 1 day; effect 1 d 3  Con and  1 d 3  

D e x  damage; cure 2 consecut ive saves .  T h e  save DC i s  

Cha r i sma-based .  A humano i d  w h o  d i e s  o f  g h o u l  fever 

r ises as  a g hou l  at  the next m i dn i g ht; a h umano id  of 4 H i t  

D i ce o r  more r i se s  as  a g hast .  

While Mirik and her crew consist almost entirely 

of lacedons and ghouls, they are not the only undead 

creatures to inhabit the Siphons. Parents in Absalom have 

long warned their children of alligators in the sewers as a 

means of scaring the kids into avoiding such dangerous 

would-be playgrounds, but in and around Mirik's lair, 

such warnings are actually true. Some would argue that 

the zombie reptiles that lurk in the area are less of a 

threat than their living counterparts, but heroes hoping 

to infiltrate Mirik's lair and end her killing spree should 

beware nevertheless-zombie gators are just as happy to 

eat them as Mirik and her crew. 

SEWER GATOR ZOMBIE  CR 2 

XP 600 

Crocod i l e  zomb ie  (Pathfinder RPG Bestiary 5 1 ,  288) 

N E  Large undead 

ln i t  +O ;  Senses da rkvi s i on  60 f t . ;  Percept i on  +O 

DEFENSE 

AC 1 2, touch 9, f lat-footed 1 2  (+3 natu ra l ,  -1 s i ze) 

hp 22 (Sd8) 

Fort +1 ,  Ref +1 ,  Wil l  +4 

DR 5/s l a sh i ng ;  Immune u ndead tra i ts 

OFFENSE 

Speed 20 ft . ,  sw im 30 ft .  

Melee bite +7 (1 d8+5 p lus g rab), s lam +7 (1 d8+5), ta i l  s lap +2 

(1 d8+2) 

Space 1 O ft.; Reach 5 ft .  

STATISTICS 

Str 2 1 ,  Dex 1 0, Con -, Int -, Wis 1 0, Cha 1 0  

Base Atk +3; CMB +9 (+1 3  g ra pp l e); CMD 1 9  (23 vs .  t r i p) 

Ski l ls  Swim +1 3 

SQ stagge red 



M I R I K'S LAI R  
Mirik's lair is located in the Siphons underneath the Puddles 

district of Absalom. Several surface-level entry points lead 

to different sections of the tunnel system. Because Mirik's 

lair is underground, visibility is of paramount importance 

for any invading party. Unless the party provides a light 

source, all of the subterranean areas should be treated as 

dimly lit during the day, and dark at night. 

1 .  Sagging Hovel 
This decrepit hovel stands on a particularly neglected stretch 

of Muddock Street, and is perpetually flooded with a foot 

of standing water. A successful DC 18 Perception check is 

needed to notice that the door's hinges show signs of recent 

use. A successful DC 22 Knowledge (engineering) check 

reveals that the sagging is due to a nearby sinkhole. Anybody 

who loiters in front of the house attracts the attention of 

a giant crab, which is feeding on a dog corpse in the area. 

G IANT CRAB CR 2 

XP 600 

hp 19 (Pathfinder RPG Bestiary SO) 

2. S inkho le  
In  the rear of  the house, beneath the brackish water, is a 

sinkhole that leads to the Siphons. The sinkhole is completely 
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filled with water, and any who enter it must swim 20 feet 

down and 15 feet to the north before they reach breathable 

air in area 3. The water in the sinkhole is considered calm; 

navigating it requires a successful DC io Swim check. 

3. Anc ient Cavern 
The ceiling of this chamber contains a pocket of trapped 

air, which is rank with the smell of decay. A successful DC 

12 Fortitude saving throw is needed to avoid being sickened 

for id6+1 minutes by the stench. Hundreds of small animal 

bones litter the ground under the fetid water. A successful 

DC 19 Knowledge (dungeoneering) check reveals that the 

bones are slowly dissolving because of contact with ooze 

acid. In fact, the ancient cavern is home to a gray ooze, which 

attacks any living creature attempting to pass through its 

lair. A successful DC 20 Knowledge (nature) check reveals 

that the ooze was likely created by the introduction of 

alchemical pollutants into the sewer system. 

GRAY OOZE CR 4 

XP 1,200 

hp SO  (Pathfinder RPG Bestiary 1 66) 

4. Forgotten Stash 
Like area 3 ,  this area has a pocket ofbreathable air. This cavern 

was used as a stash for a local gang before the earthquake 



flooded it; with a successful DC 17 Perception check, a PC 

spots a vest ef escape crammed into a niche in the rock wall. 

The rest of the loot is difficult to spot, as it's underwater and 

covered in slime (such items are left to the GM's discretion). 

5 .  Sewer Gator Zomb ie  Pit 
This large cavern has a small entryway, which is little more 

than a dozen missing bricks in the side ofthe sewer tunnel. 

The cavern floor is covered in 2 feet of standing sludge. 

Because this area has no ventilation or circulation, the air 

is especially repugnant here. A successful DC 15 Fortitude 

saving throw is required to avoid becoming sickened for 

id6+i minutes by the smell. 

Lurking beneath the water are a pair of zombie crocodiles. 

These crocodiles once roamed the Siphons, hunting small 

mammals and fish, though they now mindlessly swim 

around the chamber, bumping into the stone walls. 

SEWER GATOR ZOMBIES (2) CR 2 

XP 600 each 
hp 22 each (see page 29) 

6 .  Sewer Tunne ls  
Many of  the naturally occurring caverns beneath the 

Puddles are linked by sewer tunnels that were dug and built 

before the district flooded. These tunnels are cylindrical, 

and the walls are uniformly made of rough-cut brick and 

mortar. Like the previous areas, the sewer tunnels have 

pockets of trapped air. 

The sludge in these tunnels is especially viscous and 

polluted. The water is so foully tainted that it harbors 

filth fever (Path.finder RPG Core Rulebook 557). Any injured 

creatures in the area risk infection. 

7 .  Muddock Street Vent 
This vent shaft is located on Muddock Street, about 60 

feet from the front door of the sagging hovel (area i). The 

shaft appears as a decrepit, 5-foot stone chimney jutting 

up next to a row of lodging houses. Identifying the vent 

as a sewer entry requires a successful DC 15 Knowledge 

(engineering) check, while scaling the side of the chimney 

requires a successful DC 18 Climb check. Inside the vent, 

a metal ladder descends to the water level. 

8. F ishmonger's Vent 
This sewer ingress is identical to the one in area 7, though 

it's located in the middle of a small fish market. During 

the day, the vent is surrounded by haggling fisherfolk, who 

become suspicious if anyone enters the vent shaft. During 

the evening, the market is home to scavenging vermin, 

and to unsavory people dealing in illicit good and services. 

9. B loody Alcove 
Several member of Mirik's crew skulk about this small 

cavern, gnawing on the gristly limbs of their latest victim. 
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LACEDONS (2) CR 1 

XP 400 each 
hp 1 3  each (Pathfinder RPG Bestiary 1 46) 

1 0. Ho ld ing Pen 
This large cavern is filled with 3 feet of fetid water. Six pairs 

of manacles are bolted into the stone walls at irregular 

intervals. When Mirik and her crew capture more victims 

than they can consume in one sitting, or when they wish 

to save a meal for later, they chain their captives to the 

wall. The horror of so many people waiting to be eaten 

alive has filled this space with a haunt. 

HUMAN LIVESTOCK CR 4 

XP 1,200 

NE  pers i s tent  h aunt (20- f t .  rad i u s) 

Caster Level 3 rd 

Notice Percept ion DC 1 3  (to not i ce a p i teous moan i ng  and  a 

vo ice p lead i n g  for  death) 

hp 1 8, Trigger p roxim i ty; Weakness t r i cked by hide from 

undead; Reset 1 hou r  

Effect When the hau nted a rea i s  entered, creatu res f ee l  a s  

t hough  they were  t rapped by a h u ng ry predator, a nd  a re 

compe l l ed  to wa i l  i n  pan i cked fea r. Th i s  ac t ion  d u p l i cates 

the effects of a howling agony"M spe l l  (For t i tude DC 1 6  

negates), a u tomat ica l l y  affect i n g  a l l  creatu res i n  the a rea 

for  each rou nd  they rema i n .  

Destruction E a c h  of t h e  manac l e s  must be p u l l ed from the 

wa l l s  (Strength  DC  26) and  removed from the cave rn .  The 

manac le s  do  not have to be i ntact; they can  be sunde red 

and  the p ieces removed .  

1 1 . Behind Aysep i r's Astounded Abyss 
This sewer vent is identical to those in areas 7 and 8 ,  

though this one is located behind Aysepir's Astounded 

Abyss, one of the largest freak show carnivals in the Inner 

Sea region. Featuring all manner of magically deformed 

humanoids, the Astounded Abyss is run by the shrewd, 

cursed mermaid known as the Fish-Head Queen. More 

information on both the Puddles and the Astounded 

Abyss can be found in Path.finder Campa(gn Settin13: Guide 

to Absalom. 

1 2. Feasting Cave 
This large cavern is covered in 4 feet of dark water. Several 

stalagmites jut from the water like sharp teeth; some of 

these have grisly chunks of flesh speared on them. At 

night, Mirik (see page 29) and her crew are usually out 

stalking kills, and the cave remains guarded by only a 

single lacedon. 

At daybreak, the whole ghoul crew assembles to feast 

upon their helpless victims. It is during this time when 

the undead party is at its strongest. After dusk, the crew 

disperses around the city once again to snatch fresh prey 

from the streets above. 



M�tl?er C�mf�rt aud P��r Eledia 

/(
I

n the entire history of Golarion, few conflicts have 

{�.\ .procliuced more carnage and collateral damage than 

Isger's Goblinblood Wars. Isger's warriors fought 

valiantly, but by the end, their villages and homesteads 

lay burned, the rivers and fields were choked with dead, 

scavengers (both human and animal) roamed the land, 

banditry ran unchecked, and a whole generation of war 

orphans faced a grim future. 

It was into these desperate and merciless times that 

Poor Eledia was born. Eledia was only 5 years old when her 
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father took up a spear in  defense of his homeland, never 

to return. Eledia's mother kept the homestead afloat for a 

while, but eventually, the goblin tide swept over their home. 

Eledia's mother was murdered and raiders fed the woman 

to their goblin dogs while Eledia hid whimpering under 

the floorboards. Hunger soon drove her from her hiding 

place, and she fell in with the steady stream of refugees 

making their way south. When the group with whom Eledia 

had fallen in passed the town ofHaugin's Ear, they handed 

the waif over to Mother Comfort's Orphanage, just outside 

the settlement. 

The orphanage was founded by an old widow known 

locally as Mother Comfort, who had opened the large estate 

left to her by her wealthy husband to the orphaned 

beggar children overrunning the town. The impulse was 

a gracious one at the time, but it had been decades since 

Mother Comfort had reared children, and the stresses of 

dealing with the sometimes unruly orphans made her 

brittle and short-tempered. She subjected children who 

misbehaved to increasingly bizarre forms of discipline, 

and soon began to regard any sign of unhappiness, 

such as crying or complaining, as defiance that 

needed to be corrected. She wielded an ever-heavier 

hand, starving her most troublesome charges into 

submission. The most severe punishment, however, 

was confinement in the "bad box"-a chest in the 

attic in which Mother Comfort locked children who 

incurred her wrath. 

Every resident of the orphanage could expect to end up 

in the bad box at some point, for fabricated misdeeds if 

they avoided committing real ones. It wasn't long before 

Eledia drew Mother Comfort's wrath and was locked in 

the chest. But unlike the older children, whose grief and 

guilt had long hardened into stony hatred for their patron, 

Eledia could not stop crying. Her sobs echoed through 

the house in a continuous accompaniment to the other 

orphan's voices, and made it difficult for Mother Comfort 

to sleep at night. Rather than eliciting pity from Mother 

Comfort, however, the sound of Eledia's crying only 

infuriated the old woman further. The harder Eledia cried, 

the angrier Mother Comfort grew, and the longer 

she left the box locked. On the eleventh day of her 

imprisonment, the girl's tears finally ceased, and 

the attic whisperer called Poor Eledia was created. 

In the years that followed Eledia's death, Mother 

Comfort grew even more tyrannical in her management 

of the orphanage, her malice exacerbated by the ceaseless 



sobbing she heard throughout the house, even when she was 

the only person there. Eventually, the relentless aural misery 

snapped the old woman's frail mind, and she attempted 

to burn the house down, turning her bed into a pyre atop 

which she climbed in an attempt to escape the sound. Some 

of the older children put the fire out, and the building was 

saved. Mother Comfort was not so lucky. The madness and 

guilt that caused her to commit suicide denied her respite 

in Pharasma's Boneyard, instead turning her into an allip, 

which haunts her former home to this day. 

The orphanage is now shuttered and empty, and most of 

the residents of Haugin's Ear give it a wide berth, though 

the building, abandoned for less than a decade, is still in 

good condition, making it a popular place for bold vagrants 

and desperate beggar children to squat. These visitors have 

stripped the house of most ofits furnishings and valuables, 

but have not been able to get through the still-locked door 

to the attic. The key is located somewhere in the charred 

remains of Mother Comfort's former bedroom. Few dare 

search for it, despite the rumors that the attic still holds 

the widow's substantial fortune, which lies waiting to be 

claimed by someone brave enough to risk encountering 

one of the orphanage's two full-time residents. 

Poor Eledia continues to shyly roam the hallways, her 

loneliness prompting her to court potential playmates by 

leaving them small trinkets, toys, and comforting nursery 

rhymes. More than a few beggar children have been lured 

into spending the night in the old orphanage by these 

kindnesses. Few of these children realize that while they 

sleep, Poor Eledia siphons the breath from their lungs, 

and their voices from their throats. When the villa is 

quiet, the little attic whisperer can be heard comforting 

herself with dozens of different voices, each stolen from 

an unsuspecting child. 

Poor Eledia's would prefer the house be inhabited by a 

living family to keep her company, but Mother Comfort 

would never let that happen. The allip, still haunted by 

Eledia's sobs, continues to roam the hallways, looking for 

someone on whom to inflict her rage. Mother Comfort 

almost always chooses adult vagrants as her victims, seeing 

them as trespassers. Many transients have disappeared 

overnight in the abandoned orphanage, eventually 

becoming haunts, poltergeists, or shadows themselves. 

MOTHER COMFORT CR 3 

XP 800 

Va r i an t  a l l i p  (Pathfinder RPG Bestiary 3 1 2) 
LE Med i um  undead  ( i n corporea l ) 
ln i t  +2; Senses da rkvi s i on  60 ft . ; Percept ion +7 

Aura rant (30  ft . ,  DC 1 5, 1 d 6  round s) 
DEFENSE 

AC 1 6, touch 1 6, f lat-footed 1 3  (+3 def lect ion ,  +2 Dex, 

+ 1 dodge) 
hp 30 (4d8+1 2) 
Fort +4, Ref + 3, Wil l  +4 
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Defensive Abi l it ies channe l  res ista n ce +2, i n co rpo rea l ;  

Immune u ndead t ra i ts  

OFFENSE 

Speed f ly 30 ft .  (perfect) 
Melee i n co rpo rea l touch +5 (1 d 4  Wisdom damage) 
Special Attacks ra nt, to uch of i n s an i ty 

STATISTICS 

Str -, Dex 1 4, Con -, Int  1 1 ,  Wis 1 1 ,  Cha 1 6  

Base Atk +3; CMB +5; CMD 1 9  

Feats Dodge, F lyby Attack 

Ski l ls  F l y  +1 7, Percept i on  +7, Sense Mot ive +7, Stea l th  +9  

Languages Common 

SQ madness  

SPECIAL ABILITIES 

Rant (Su) Mother Comfort constant ly  ra nts, creat i ng  

a f r i gh ten i n g  effect .  A l l  creatures wi th i n  30 feet  o f  

Mother Comfor t  must  su cceed at a DC 1 5  W i l l  save o r  be 

f r ightened for  1d6 rounds .  Whi le a target i s  f r ig htened, i t  

must f lee from Mother Comfort a s  best i t  c an .  Creatu res 

that successfu l l y  save cannot be affected by Mother 

Comfort 's rant for  24 hou rs .  Th i s  i s  a son i c, m i nd -affect i n g  

compu l s i on  effect . The save DC i s  Cha r i sma-based .  

POOR ELEDIA CR 4 

XP 1,200 

Va r iant  att i c  wh isperer (Pathfinder RPG Bestiary 2 34) 
N Sma l l  undead 

ln i t  +4 ;  Senses da rkvi s i on  60 f t . ;  Percept ion +1 2 

Aura sobs (1 0  ft .) 
DEFENSE 

AC 1 9, touch 1 6, f lat-footed 1 4  (+4 Dex, +1 dodge, +3 natu ra l , 

+ 1 s ize) 
hp 45 (6d8+1 8) 
Fort +5, Ref +6, Wil l  +8 

Immune u ndead t ra i ts  

OFFENSE 

Speed 20 ft .  

Melee bite +9 (1 d4-1 p lus s iphon breath), touch +4 (stea l voice) 
STATISTICS 

Str 9, Dex 1 9, Con -, Int  1 4, Wis 1 6, Cha 1 7  

Base Atk +4; CMB +2; CMD 1 7  

Feats Dodge, Mob i l i ty, Wea pon F inesse 

Ski l l s  B l uff +9, D i sgu i se +12, Escape Art i s t  +1 0, Percept ion +1 2, 

Sense Motive +1 2, Stea l th +1 7 

Languages Common,  Gob l i n  

SPECIAL ABILITIES 

Siphon Breath (Su) A creature b i t  by Poor E led ia  must succeed 

at a DC 16 W i l l  savi ng  th row o r  become fati gued for 1 hou r. 

A fat igued creature that 's b itten is i n stead exhausted for 

1 hou r. An exhausted creatu re that 's b itten extends the 

d u rat ion of the effect to 1d6 hou rs .  Each successfu l  b i te 

g rants Poor E led ia  1d4 temporary h i t  po ints .  The fatigued 

and exhausted cond i t ions can on ly  be e l im i nated by 

destroy ing Poor E led ia, o r  by us ing  dispel magic, remove 

curse, or s im i l a r  effects. The save DC is Char i sma-based .  



MOTHER COMFORT'S ORPHANAGE 
Mother Comfort's Orphanage, on the outskirts ofHaugin's 

Ear in Isger, was once an expansive villa. Now the floral 

wallpaper is water-stained and peeling, black mold spots 

dot the ceilings, and the once-polished floorboards are 

warped and splintered. 

The orphanage is haunted by tormented children, 

vanished vagrants, and Mother Comfort hersel£ Unlike 

the other creatures in the orphanage, Poor Eledia and 

Mother Comfort are free-roaming, and may be encountered 

anywhere inside the orphanage. 

During the daytime, all areas inside the orphanage 

are considered normally lit, unless otherwise noted. At 

night, all areas indoors are considered dimly lit, unless 

otherwise noted. 

1 .  Porch 
A stair leads up to this expansive, weather-beaten porch. 

Two boarded-up windows once looked into areas 2 and 3. 

These boards can be pried from the windows with a 

successful DC 14 Strength check, which increases the 

light level in areas 2 and 3 by one step. 

2. Par lor 
This large room is filled with several ratty settees, a terribly 

out-of-tune harpsichord, dozens of broken knickknacks, 
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and a miraculously unbroken hand mirror. The hand 

mirror seems cheaply made, but is actually a rare and 

valuable magic item. 

AURA fa int  d iv inat ion and evocat ion 

PRICE 
3,000 GP 

WEIGHT 1 /2 lb . 

T h i s  s m a l l  h a n d  m i r ro r  i s  wa rped  a n d  t a r n i s h ed  a r o u n d  

the  e d ge s .  A crea t u re w i e l d i n g  t he  m i r ro r  c an  a ct ivate i t  

b y  spea k i ng  a command  word a s  a sta nda rd act i o n .  On ce 

a ct ivated, the m i r ror g ra nts the w ie l de r  the a b i l i ty to see 

a l l  undead wi th i n  60 feet c lear ly refl ected i n  the m i r ror. Th is  

i n c l udes  etherea l u ndead  and  i n co rpo rea l undead h i d i n g  in 

objects o r  wal l s  of u p  to 5 feet i n  th i ckness .  A ghost mirror 

does not confer any  a b i l i ty to see such  creatures d i rect ly­

on l y  the i r  m i rrored refl ec t ions-and g ra nts creatures seen 

i n  i t  concea l men t  (50% miss  cha nce) .  A ghost mirror can  

be used for 3 m i n utes per  day. These uses do  not need to  

be consecut ive but  must be used i n  1 -m i n ute i n c rements .  

CONSTRUCTION REQUIREMENTS COST 1,500 GP 

Craft Wond rous  I tem, detect undead 

3. D i n i ng Room 
When Mother Comfort ran her orphanage, one of her 

favorite punishments was to deny children food for long 



stretches of time. As an additional torment, she would 

force the starving children to sit at the dining table and 

watch all the other orphans eat. The children's residual 

suffering remains in the dining room in the form of 

a haunt. 

FORCED STARVATION CR 4 

XP 1,200 

L E  pers i s tent  h aunt (wi th i n  5 feet  of the d i n ne r  t ab l e) 

Caster Level 3 rd 

Notice Percept ion DC 28 (to hea r  a sma l l  boy wh imper i ng ,  

a nd  a n  e lder ly  woman's voice sco l d i n g  h im) 

hp 1 8; Weakness t r i cked by hide from undeod; Trigger 

touch i ng  the d i n ne r  tab le; Reset 1 hou r  

Effect When  t h i s  h a un t  i s  t r i ggered, t he  v i c t im see s  t he  

g h os t ly  images  of c h i l d ren  aged  4 to 13  yea r s  s i t t i n g  

a round  the  t ab l e .  A t  t he  head of t he  t ab l e  s i t s  a c r abby­

faced woman ,  who g l owers at  the c h i l d re n  sp i te fu l ly . 

Al l  of  the c h i l d re n  a re s l u rp i n g  a t h i c k  g rue l ,  except for 

o ne, whose place sett i n g  i s  empty. He  i s  very gaun t  

a n d  weak- l o ok i n g .  H e  c hews  h i s  fi n ge rna i l s  a n d  p i t i f u l l y  

watches t he  o t h e r  c h i l d re n  e a t .  A l l  c reatures s u bjected 

to t he  haunt a re affected as  i f  by a feast of ashesAPo s pe l l  

( Fo r t i t ude DC  1 5  negates) .  

Destruction This haunt can  be dest royed i f  a f u l l  meal 

(enough  to feed four f u l l - g rown adu l t  h umans) i s  la id out 

o n  the tab le and l eft u nd i s tu rbed for 24 hou rs .  

4. Kitchen 
Most of  the cutlery and cookware in this large kitchen is 

gone, and a large number of broken plate shards litter the 

ground. Because the kitchen does not feature any windows, 

the light in this area is one step dimmer than the adjacent 

areas. This area is home to a pair of Mother Comfort's 

vagrant victims, now poltergeists. 

POLTERGE ISTS (2) CR 2 

XP 600 each 
hp 1 6  each (Pathfinder RPG Bestiary 2 1 1 )  

5 .  Covered Porch 
A covered porch wraps around the back of the villa, and is 

covered by a shady awning. 

6 .  G reat Room 
This room is by far the most popular area among squatters 

and vagabonds. It is spacious, and features a working 

fireplace. The floor is covered in small animal bones, 

leftover bits of clothing, and filthy bedrolls. The room is 

currently inhabited by a trio of squatters, who are slowly 

being driven mad by Mother Comfort. 

SKULKING BRUTES (3) CR 1 

XP 400 each 
hp 1 9  each (Pathfinder RPG NPC Codex 1 4 4) 
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7. Att ic Trap Door  
This trap door i s  built into the ceiling, and is  secured 

with a good lock. Opening the trap door requires the key 

hanging around the neck of Mother Comfort's charred 

corpse in area 1.0, or a successful DC 30 Disable Device 

check. Once opened, a wooden ladder lowers from the trap 

door, allowing access to the attic (area 11). 

8. Dorm Rooms 
Once serving as sleeping quarters for the orphans, these 

small rooms have since been used primarily as latrines by 

squatters. The rooms still feature several iron bedframes, 

though the mattresses were dragged away long ago. The 

dorms are still haunted by several of the children that died in 

the orphanage, and their spirits linger in the area as shadows. 

SHADOWS (2) CR 3 

XP 800 each 
hp 1 9  each (Pathfinder RPG Bestiary 245) 

9. Playroom 
Broken toys fill this room, including a discarded doll that's 

actually a soulbound doll named Anni. When Mother 

Comfort raised her own children, her husband crafted 

Anni from a fragment of the soul of the family's dying pet 

dog. Meant to comfort the children after the dog's passing, 

Anni later served as a source of torment for Mother Comfort 

after her family was taken from her in the Goblinblood 

Wars. Now abandoned to this room, the kindly construct can 

serve as a potential ally to the PCs, providing them combat 

assistance against Mother Comfort or Poor Eledia or serving 

as a source of information about the haunted orphanage. 

ANNI  CR 2 

XP 600 

NG  sou l bound  do l l  (Pathfinder RPG Bestiary 2 255) 

hp 1 9  

1 0. Mother Comfort's Bedroom 
This room is  charred by  fire. The origin of the inferno is 

clearly the bed, which still holds Mother Comfort's burnt 

corpse. Around the corpse's neck hangs the attic key, though 

any attempt to take the key or search the room prompts 

Mother Comfort's allip spirit (see page 33) to attack. 

1 1 . Att ic 
This small room is cramped and stifling. It's filled with a 

variety of antique treasures, including jewelry, old coins, furs, 

and the like. Four large chests here are secured with good 

locks. Three ofthe chests contain memorabilia and treasure; 

the final chest houses Poor Eledia's body (see page 32). 
If anyone speaks with Eledia, she attempts to persuade 

them to stay at the orphanage to keep her company. IfEledia's 

body is buried or cremated, the attic whisperer dissolves into 

a harmless pile of junk. 



Ordellia \Vl)ilwreu 

dellia Whilwren was an influential citizen of 

the Varisian city of Magnimar in the settlement's 

;year lie st days just over a century ago. Her murder 

shook the city, and was considered notable even given 

Magnimar's already tumultuous beginning. 

In Magnimar's early years, tension boiled between the 

Chelish newcomers settling the area and the Varisians, 

who considered the site of the city sacred. When the 

Varisians pleaded for the newcomers to move their 

settlement south of the Yondabakari River, only Ordellia 

was willing to listen. After witnessing what she believed to 

be an angel-an omen the native Varisians who shared her 

faith in Desna and reverence of various Empyreal Lords 

had promised her-she worked tirelessly to make right 

on her pledge. After the landmark known as Seacleft Spire 

was destroyed in a brutal storm, the construction of its 

replacement, the ambitious Arvensoar, brought the city's 

disparate factions together. But despite the shared effort 

put into rebuilding, ethnic tension remained between the 

Varisians native to the region and the Chelish settlers, 

whose presence the Varisians saw as a defilement of an 

ancestral holy site. 

Even in its fledgling years, Magnimar had a seedy 

underbelly. Its dark corners were occupied not only by the 

Sczarni, but also by criminals transplanted from Korvosa 

along with the rest of Magnimar's fledgling population, 

and both groups saw the social progress Ordellia sought 

to bring to the city as a threat to their illicit schemes. 

Thus a band of conspirators hatched a plan to end 

Ordellia's meddling. A minor noble who was a member of 

the Skinsaw cult known as the Brothers of the Seven hired 

a Sczarni thug to kill Ordellia. The Brothers' plan was to 

shine a poor light on Varisians, thus making it harder for 

the Brothers' Sczarni competition to make money, all the 

while easing the way for their own criminal activities. By 

getting rid of Ordellia, the corrupt minor nobles who 

belonged to the Brothers of the Seven could enact laws 

that would protect their shady pursuits from scrutiny. 

The Sczarni assassin the Brothers hired stalked Ordellia 

for a week; then, in a moment of cruel inspiration, she 

decided to abduct Ordellia and throw her from the 

Seacleft to the base of the Arvensoar's construction site. 

After a lengthy struggle that earned the Sczarni thug a 

few permanent scars, the killer threw Ordellia-barely 

conscious after the fight-from the cliff's edge. Workers 

turning up early to the construction site discovered her 

broken body the next morning. 
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While this act was supposed t o  sour the city's opinion 

of the Sczarni, the killer the Brothers hired was blessed 

with neither discretion nor a talent for lying. She was 

quickly captured, and fingered the conspirators during 

her trial before being executed for her crimes. The 

whole episode saddened the young city, and citizens 

of Magnimar-both Varisian and foreign-mourned 

Ordellia's death for weeks. Desnan clergy held a long 

wake, performed a beautiful funeral, and interred 

Ordellia in the district that now bears her name. Despite 

the final farewell citizens bid to their fallen hero, 

Ordellia wasn't gone from Magnimar for long. A few 

weeks after her murder, as the sun was setting and the 

fishing trawlers came into port, a young girl helping her 

father winch in his nets became tangled in the ropes. 

Ordellia, appearing as a ghostly outline of her former 

self, suddenly materialized and freed the girl before 

the machinery mangled her. No one but the child saw 

Ordellia's ghostly form, but the story of her appearance 

quickly spread. This was the first ghost story involving 

Ordellia, but it wouldn't be the last. 

The district of Ordellia is patrolled by a local, 

community-led militia rather than official Magnimarian 

city guards, and every member has at least one story to tell 

about the district's namesake ghost, whether it's a first­

hand account or a tale from an aunt or cousin. Ordellia's 

ghost polices the district, helping those with pure hearts 

and keeping her watchful eye on those who wish to harm 

the district's citizens. She has removed curses and other 

negative supernatural effects with break enchantment and 

remove curse, and she bestows boons of protection .from evil 

or blessin[j of fervor on people she deems upstanding or in 

need of a helping hand. She also actively thwarts crimes 

she witnesses, stopping a pickpocket in his tracks with 

hold person, striking a pervert blind, or evening the odds 

in an assault with spiritual weapon. 

Although Ordellia is helpful more often than not, 

her violent death and restless state sometimes shatter 

her normally kind persona. She is prone to long bouts 

of despair during which her usual altruism melts away 

to horror. She irrationally attacks innocent people in the 

middle of the night with her frightful moan or offensive 

magic. After these moments of weakness, she feels terrible 

remorse for her actions, and tries to make up for it with a 

spree of helpfulness in the district. 

In recent years, mystery cultist Davorge (CG male 

human cleric of Ashava 6) has championed a personal 



quest to usher Ordellia to her final rest. He constantly 

canvasses the district for new sightings and has even 

broken into Ordellia's townhouse in the past, searching 

for a way to free her soul from its current state. Since 

Ordellia is such a tenacious spirit, his efforts have yet to 

amount to anything. The man occupies a table at least 

twice a week at the Rose and Rake, always eager to buy 

someone a drink for a ghost story. 

All ghosts have something left unfinished that, if 

completed, will allow their restless spirits to move to 

the Great Beyond. The event needed to end Ordellia's 

vigilance is for an ethnic Varisian to be legitimately 

elected Lord-Mayor of the city, signifying the end ofracial 

conflict between the city's residents. Because of this, she 

remains tied to the city she helped found. Ordellia 

rightly feels that she is the spirit of the district­

not only its namesake, but also its soul. 

ORDELL IA WHILWREN CR 10 

XP 9,600 

Fema le m idd le -aged h uman  g host c le r i c  of 

Desna 9 (Pathfinder RPG Bestiary 1 44) 

CG Med i um  undead (a ugmented h umano id ,  

i n co rpo rea l )  

l n i t  + 1 ;  Senses  d a rkv i s i o n  60  f t . ;  

Percept i o n  + 1 2  

Aura freedom's ca l l  (30 ft . , 9 rounds/day) 

DEFENSE 

AC 1 9, touch 1 7, f lat-footed 1 8  (+2 

a rmor, +6 def lect ion ,  +1 Dex) 

hp 1 07 (9d8+63) 

Fort +12, Ref +6, Will +1 0 

Defensive Abi l it ies channe l  

res i s tance +4 ,  i n co rporea l ,  

rejuvenat ion; Immune 

undead t ra i t s  

OFFENSE 

Speed f ly 30 ft .  (pe rfect) 

Melee cor rupt i n g  touch +6 

(1 0d6, Fort DC  20  ha l f ) 

Special Attacks channe l  pos i t ive ene rgy  

1 1/day (DC 20, Sd 6), f r i gh t f u l  moan 

(DC 20), ho l y  l a nce (4  rou nds, 1/day) 

Domain Spel l -L ike Abi l i t ies (CL 9th; 

concentrat ion + 1 3) 

7/day-touch  of good (+4) 

Cler ic  Spel ls  Prepared (CL 9th ;  

concentrat ion + 1 3) 

5th-dispel evil0 (DC 1 9), serenity"M (DC 1 9) 

4th-blessing of fervor"'6, debilitating 

portent"', discern lies (DC 1 8), freedom 

of movement0 

3 rd-besto w curse (DC 1 7), create food and 

water, remove curse0, remove disease, 

searing light 
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2nd-hold person (DC 1 6), remove paralysis0, sound burst 

(DC 1 6), spear of purity"M (DC 1 6), spiritual weapon, 

zone of truth (DC 1 6) 

1 st-bless, cause fear (DC 1 5), command (DC 1 5), divine 

favor, protection from evil0, remove fear 

O (at w i l l )-detect magic, guidance, purify food and 

drink, resistance 

D doma i n  spe l l ; Domains Good, L i berat ion 

TACTICS 

Before Combat O rde l l i a  never an t i c i pates comba t, so 

s he  prepa res spe l l s  s he  th inks  wou l d  be  most  h e l pf u l  

fo r  whatever s i t u a t i o n s  come u p  i n  a busy  c i ty  l i ke 

Magn i  ma r. S he  spends  most  of he r  p repa red  s pe l l s  

a n d  c l e r i c  s pe l l - l i ke a b i l i t i e s  to a i d  t he  c i t i zens  of he r  

namesake d i st r i c t .  

Dur ing Combat O rde l l i a  uses  he r  f r i gh t fu l  moan 

to sca t te r  combatan t s .  S he  p refers to use  her  

spe l l s  i n  a fi g ht, bu t  reso r t s  to he r  co r ru pt i n g  

t o u c h  a b i l i ty  when  f a ced  w i th  except i o n a l l y  

d a ngerous  o r  ev i l opponents .  

Mora le Afte r  years of be ing  bound to  

he r  be l oved c i ty  d i s t r i ct, O rd e l l i a  i s  

conv i n ced she's not  go ing a nywhere 

a ny t ime soon .  As such ,  s he  fi gh t s  

u n t i l  d estroyed .  

STATISTICS 

Str -, Dex 1 2, Con -, Int  1 3, 

Wis 1 8, Cha 23 

Base Atk +6; CMB +7; CMD 23  

Feats Comba t  Refl exes, Extra 

Channe l , L i gh tn i ng  Ref lexes, 

Persuas ive, Tough ness, Weapon 

Focus  (sta rkn i fe) 

Sk i l l s  D i p l omacy  +20, F l y  +9, 

Hea l  +1 6, I n t im idate +8, Knowledge 

(re l i g i on) +1 3, Percept i on  +12 ,  

Perform (dance) +1 5, Spe l l craft +1 3, 

Stea l th  +9; Racia l  Mod ifiers 

+8 Pe rcept ion ,  +8 Stea l th  

Languages Common,  Va r i s i an  

SQ Desna 's emb ra ce, l i berat i o n  

( 9  ro u nd s/day) 

Gear bracers of armor +2, headband 

of alluring charisma +2, s i lver ho l y  

Desna's Embrace (Su) I n  dea th ,  O rd e l l i a  

man i fested a power s he  con s i d ers  a g i f t  

f rom Desna .  As pa r t  of  cast i n g  a spe l l  of 

4th level o r  l ower with a r ange  of touch ,  

O rd e l l i a  c an  send  fo r th  a f l u t te r i n g  s t rea k 

of i n co rpo rea l moths  that  c an  de l iver  

t he  ef fect  to t a rgets  wi th in  60 feet .  Fo r  

offens i ve effects, t h i s  a b i l i ty man i fests 

a s  a g h os t ly  starkn i fe rather than moths .  



ORDELLIA'S TOWNHOUSE 
The southernmost unit of  three in a two-story timber 

building adorned with masterful woodwork, Ordellia 

Whilwren's townhouse stands right around the corner 

from the Rose and Rake. A public square spreads out in 

front of the building, and features a statue honoring her 

called the Mistress of Angels. 

Ordellia had no children, never married, and designated 

no beneficiary, so her property reverted in trust to the 

Wardens of the Eye-the adventuring party to which she 

belonged in life. Held as a property of the Wardens since her 

death, Ordellia's townhouse sits dusty and unused. Though 

she and the other Wardens frequently disagreed on how to 

go about certain things, the others always respected her and 

her decisions, so they've made her home a monument to her 

upon her death, rather than selling it. Food, houseplants, 

and other things that would spoil or die without attention 

were removed, and some personal items were tidied up and 

sorted. Furniture was covered with linens, and everything 

was cleaned before the doors were locked, but the place 

is ready to receive a visitor at a moment's notice, and for 

years, old companions would occasionally make use of the 

townhouse's hospitality. Logs sit by the fireplace, ready to 

warm the home, and a chest of clean bedding is available 

should the house need to be occupied, though it's in need 

of airing. Once per month, Shandon Maroleigh (N male 
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middle-aged human commoner 3/expert i )  comes by  to  

check on the upkeep of the property. He and the trust hold 

the only keys to the property. All exterior doors and windows 

are latched or locked, and while candles and lamps are 

abundant, the place remains unlit when it is not occupied. 

1 .  Entrance 
This large room is  completely bare aside from a 

harpsichord collecting dust by the eastern wall and a 

spiral staircase that climbs to the second floor. Fond of 

entertaining large parties, Ordellia built her home with 

a grand front room. Here she hosted jubilant gatherings 

full of dancing and music that went on late into the night. 

These galas are some of Ordellia's fondest memories, and 

her exceptionally strong spirit has manifested a haunt 

rooted in these joyous celebrations that is, ironically, quite 

dangerous to intruders. Those encountering the haunt 

hear a passionate rendition of their favorite music, and 

feel an urge to dance. 

COMPELL ING JUB I LATION CR 9 

XP 6,400 

CE  haunt (40-f t . -by-40-ft .  room) 

Caster Level 1 5th 

Notice Percept ion DC 20 (to hear fa i nt mus ic  and danc ing feet) 

hp 1 8; Trigger p rox im ity; Reset 1 day 



Effect A l l  creatures in the room fee l  compe l l e d  to dan ce 

a Va r i s i an  j i g .  V i c t ims act as if they were affected by 

irresistible dance (DC 22) .  

Destruct ion Al l  mus ica l  i ns t ruments  i n  the townhouse must 

be gathered and s ubjected to a hollow spe l l .  

2 .  D i n i ng Room 
Ordellia loved feeding her guests. In fact, she would often 

open up her home every other Sunday to feed the less 

fortunate citizens of the district. Cupboards and cabinets 

hold enough place settings for 20 diners, and while the 

furniture is covered with linens to keep the dust off, all 

tables and chairs are in good condition. A large stone 

fireplace fills the wall between the dining room and the 

front entrance. 

Ordellia's dining room contains a curious haunt that 

manifests as a sumptuous feast because of her love of 

entertaining and feeding her guests. Some folk about town 

know about the haunt and its curing and bolstering effects, 

and attempt to break into the house to dine on this divinely 

created meal. If Ordellia is present and approves of the 

visitors, she lets them dine in peace; otherwise, she runs 

them off with her frightful moan. 

ENTERTA IN ING FEAST CR 5 

XP 1,600 

CG haunt (20-ft . - by-30-ft .  d i n i n g  room) 

Caster Level 1 1 th  

Notice Percept ion DC 1 5  ( to  hea r  p l ates ratt l i ng )  

hp 1 0; Trigger touch (tab l e); Reset 1 week 

Effect A magn i f i cent feas t  a ppears  o n  O rd e l l i a 's d i n i n g  

t a b l e  a nd  fa i n t  mu s i c  c an  be hea rd .  A n y  creatures tha t  

eat f rom the  t ab l e  for  at  l eas t  a n  hou r  ga i n  t he  benef i ts 

of  hero 's feast. 

Destruction A l l  of the fu rn i t u re a nd  p l a ce sett i ng s  must be 

broken and removed from the townhouse .  

3 .  Kitchen 
Ordellia's kitchen is stripped bare. While alive, she employed 

a cook, a scullion, and a housekeeper, all of whom boarded 

elsewhere, and brought in more help when hosting parties. 

A large table sits in the center of the kitchen, and other 

workstations flank a massive stone stove. Pots, pans, and 

basic kitchenware fills three sackcloth-covered bundles 

stored in the cupboards. No foodstuffs remain in the 

kitchen, but a character who succeeds at a DC 25 Perception 

check turns up a bundle of rare spices worth 50 gp. 

4. Study 
When she was alive, Ordellia had books strewn all through 

the townhouse. After her passing, caretakers collected them 

and returned the books and notes to their shelves in the 

study. They also took her personal journals-dozens of 

notebooks and loose papers that she kept from her earliest 

adventuring days, long before she and her companions 
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helped found Magnimar-and collected them here in 

locked chests stacked beneath her desk (Disable Device 

DC 20). These journals tell the story of the Wardens of the 

Eye before they came to Magnimar, their battle with the 

Vydrarch, and the early settlement of the city. There are gaps 

in the records and timeline, as if she wrote infrequently, 

but close inspection of the journals or half an hour of 

reading reveals that numerous pages have been removed. 

A silver flute holds the place ofher last journal entry. The 

missive ends with her talking about meeting a mysterious 

contact who claimed to have information on clandestine 

attempts to halt construction on the Arvensoar. She was 

to meet her contact in Naos. The next morning, her body 

was found flung from the Seacleft at the base of the rising 

spire. Anyone thumbing through her journals triggers the 

following haunt. 

MOURNFUL REVELATION CR 7 

XP 3,200 

CE  h a u nt (1 5 -ft . - by-25 -ft .  s tudy) 

Caster Level 1 1 th 

Notice Percept ion DC 20 (to hea r  q u iet  sobb i ng )  

hp 1 4; Trigger p rox im ity; Reset 1 m i n ute 

Effect A shade of O rde l l i a 's g reat sor row man ifests i n  a 

cacophony of sobs and  moans .  Anyone in the a rea i s  

affected as i f by crushing despair (DC 1 6) .  

Destruction As l ong  as  O rde l l i a  rema i n s  a g host, th i s  h a unt 

pers i s ts .  A hollow spe l l  can s i l e n ce the sor row for 1 week. 

5. Spare Bedroom 
Ordellia's townhouse was always too large for just her, so she 

frequently hosted visitors. Many of these were old friends 

and adventuring companions-other Wardens of the Eye 

who didn't end up settling in Magnimar. Special guests 

were offered this well-appointed bedroom, but more often 

than not Ordellia used this room as a meeting space. Like 

elsewhere in the townhouse, all of the furniture is covered 

with linens. Foldable screens provide privacy for the bed 

in the corner, and a large fireplace connected to the same 

chimney as the one downstairs opens into the room. A 

keyed reed instrument sits atop one of the curio cabinets. 

After Ordellia's death, those sorting through the house 

gathered most ofher personal items from throughout the 

house and packed them together in chests that are now 

stacked against the western wall. 

6. Orde l l ia 's Bedroom 
A table sits at  the center of Ordellia's bedroom-she took 

many of her meals here-and her bed is tucked away 

behind screens. Many of the same items that decorated 

the place when she was alive remain. One of her favorite 

possessions, a Varisian fiddle, rests with its bow on her 

dresser, next to a block of dried-up rosin. A wood-and-glass 

lattice door opens onto a balcony that runs the length of 

the back of the townhouse and connects to the guest room. 



he sixth child ofKhemet I of Osirion, Kasiya enjoyed 

a life of absolute indolence and privilege. His 

/servants would fetch any object, perform any service, 

and even sacrifice their lives in pursuit of their prince's 

desire. When that desire turned to mastery of all areas of 

learning, the pharaoh summoned the most learned scholars 

from across the Inner Sea and beyond to tutor his son. 

Accustomed to attaining everything without effort, Kasi ya 

proved a miserable student. He comprehended little and 

retained less. When his teachers dared test his knowledge, 

he flew into a merciless rage at their perceived insolence. 

Few of the tutors endured long, despite Khemet's ample 

rewards to those who stayed more than a month. 

Eventually, in an effort to avoid the beating he witnessed 

his predecessor suffer, a cunning Vudrani numerologist 

persuaded Kasiya that book-learning provided an 

insufficient stimulation for the prince's noble mind. 

Only practical experience was sufficient for one of royal­

nay, divine-blood. Through subtle encouragement, the 

numerologist persuaded Prince Kasiya to leave the royal 

palace and train as a Pathfinder. 

The pragmatic Pathfinder Society weighed the risk of 

a dilettante prince damaging its reputation against the 

wealth and favor the pharaoh offered, and decided the risk 

was worthwhile. The leadership coddled him to keep him 

happy and his family's money flowing, excusing him from 

the menial initiations required of other aspirants. Kasiya 

treated common-born Pathfinders as his personal servants, 

and surrounded himself with fellow nobles, including 

Count Varian Jeggare. 

As others won notice in the Pathfinder Journal or 

distinguished themselves with discoveries, research, and 

publications, Kasiya seethed with jealousy. He hungered for 

those glories, but his intellectual laziness and impatience 

held him back. He had no desire to explore, report, or 

cooperate. He wished only to bask in the glory of an already 

completed task. Thus, with an entourage of loyal servants, 

Kasiya followed the expeditions of other Pathfinders, waiting 

to scavenge their success. Those he could not intimidate or 

bribe into surrendering their treasures, he murdered. 

When Kasi ya learned that Varian Jeggare's expedition to 

the Mwangi Expanse would allow the count to complete 

his Bestiary of Garund, Kasi ya desired credit for the book 

for himself. After failing to persuade Jeggare to surrender 

the book, Kasiya resorted to treachery and stole it. Soon 

after, he encountered a rare species of megafauna and fell 

to its sonic attack. 

40 

Count Jeggare returned Kasiya's pulverized remains 

to Osirion and offered a story of misfortune rather than 

treachery, but the pharaoh was not deceived. Grateful for 

the foreign lord's gesture, he nevertheless commanded 

Kasiya's remains to be interred in the Contemptible Crypts, 

a network of hidden graves for disgraced royalty. 

Months later, entombed among traitors, necromancers, 

and diabolists, Kasiya stirred. Reduced to rotting jelly, he 

oozed out ofhis sarcophagus, cracked open the canopic jars, 

and feasted upon his own withered organs and those ofhis 

vilest ancestors. Roused by his own undying avarice and 

empowered by the necromantic energies of his forebears, 

Kasiya became a vampire. 

Imprisoned by the crypt's wards, Kasiya pillaged the 

sarcophagi ofhis ancestors. Among their remains he found 

a golden mask with which to cover his ruined face, javelins 

of flame and lightning, a magical chariot with a team of 

flying saluki, and, in the tomb of the mad poet Shai-Khaba, 

a tome of arcane secrets. 

His ancient ancestor's spells awoke Kasiya's latent 

sorcerous powers. What he could never comprehend in life, 

he intuited after death. With his newfound powers, Kasi ya 

released more ofhis ancestors. Those who swore obedience 

he made his slaves; those who defied him, he destroyed. As 

he mastered more and more of his sorcerous birthright, 

Kasiya broke through the wards of his crypt. Leaving his 

undead slaves to guard his new home, he ventured forth 

to seek his revenge. 

His first living victims were grave robbers, but soon 

he found satisfaction in feasting on the Pathfinders his 

nephew, the Ruby Prince Khemet III, allowed to plunder 

their own kingdom. After learning to travel while avoiding 

the lethal rays of the sun, Kasiya roamed beyond the borders 

ofhis homeland, always seeking knowledge of Pathfinders, 

especially the one he blamed for his death. 

Any sort of adventurers, but especially Pathfinders, might 

find themselves in competition with Prince Kasiya. The 

vampire's preferred tactic is to follow a group he deems 

likely to recover notable artifacts, especially those associated 

with sorcery or necromancy. Once they acquire an item, 

Kasi ya waits for a moment of weakness and attacks, usually 

with summoned undead as his vanguard. 

Kasiya's principal flaw is that for all his vampiric and 

sorcerous powers, he remains quite stupid. He places 

his enemies in situations he thinks they can't possibly 

escape, then rages when they "cheat" their way out of it. 

He is extremely vulnerable to insult, especially mockery, 



because he invariably finds himself tongue-tied in battles 

of wit. While this flaw can prove comedic at times, his foes 

would be wise not to forget that Kasiya remains deadly. 

Those who underestimate his powers could well give the 

vampire prince the last laugh. 

Prince Kasiya features prominently in Path.finder Tales: 

Kin!J of Chaos, by Dave Gross. 

PRINCE KASIYA CR 12  

XP 1 9,200 

Ma le  h uman  vamp i re a r istocrat 2/sorcerer 9 (Pathfinder RPG 

Bestiary 270) 

LE Med i um  undead  (a ugmented humano i d )  

ln i t  +9 ;  Senses da rkvis i on  60 f t . ;  Percept ion +9  

DEFENSE 

AC 25, touch 1 7, f lat-footed 1 9  (+2 a rmor, +1 def lect ion ,  

+5 Dex, +1 dodge, +6 natu ra l )  

hp 1 35 (1 1 H D; 9d6+2d8+95); fas t  hea l i n g  5 

Fort +12 ,  Ref +13,  Wil l  +1 3 

Defensive Abil it ies channe l  res istance +4; DR 1 0/mag i c  

and  s i l ver; Immune undead tra its; Resist co ld 1 0, 

e l ectr ic i ty 1 0  

Weaknesses vamp i re wea knesses 

OFFENSE 

Speed 30 ft .  

Melee + 1  khapesh +1 2 (l d8+6/1 9-20) or 

s lam +1 0 (ld4+5 p lus ene rgy d ra i n) 

Special Attacks b lood d ra i n, c h i l d re n  of the 

n i g ht, c reate spawn,  dom i nate (DC 2 1 ), 

ene rgy  d r a i n  (2 leve l s, DC 2 1 )  

Bloodl ine Spel l - L ike Abi l it ies ( C L  9th; 

concentrat ion +1 5) 

9/day-g rave touch (4 round s) 

1/day-grasp of the dead (9d6 s l a sh i ng ,  DC 20) 

Sorcerer Spel ls  Known (CL 9th; concentrat i o n  +1 5) 

4th (5/day)-animate dead, enervation, malicious spite"M 

(DC 20) 

3 rd (7/day)-firebol/ (DC 20), fly, seek thoughtsAPG (DC 1 9), 

vampiric touch 

2nd  (8/day)-darkness, detect thoughts (DC 1 8), 

false life, flaming sphere (DC 1 9), misdirection 

(DC 1 8) 

1 st (8/day)-cause fear (DC 1 8), chill touch 

(DC 1 8), magic missile, protection from good, 

silent image (DC 1 7), true strike 

O (at w i l l )-acid splash, bleed (DC 1 7), detect magic, 

ghost sound (DC 1 6), mage hand, ray of frost, 

read magic, touch of fatigue (DC 1 7) 

Bloodl ine undead 

STATISTICS 

Str 20, Dex 2 1 ,  Con -, Int  9, Wis 9, Cha 22 

Base Atk +5; CMB +1 0; CMD 27 

Feats Aler tness•, Combat Cast ing ,  Dodge', 

Eschew Mater ia ls, Imp roved I n i t ia t ive', 

I n t im ida t i ng  P rowess, I ro n  W i l l ,  L i gh tn i ng  
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Ref lexes•, Mar t i a l  Weapon Profi c i ency (khopesh), Mob i l i ty, 

Spe l l  Focus (evocat ion), Spe l l  Focus (necromancy), 

Toughness•, Wea pon Focus (khopesh) 

Ski l ls  I nt im i date +1 5, Knowledge (a rca na) +1 1 ,  Knowledge 

(nob i l i ty) +6, L i n gu is t i cs +3 ,  Percept ion  +9, Sense 

Mot ive +9, Spe l l  c ra f t  + 1 3; Rac ia l  Modifiers +8 B l uff, 

+8 Percept ion ,  +8 Sense Mot ive, +8 Stea l th  

Languages Abyssa l ,  Common,  Os i r i a n i  

SQ b lood l i n e  a rcana (co rporea l u n de ad  affected by 

humano i d -affect i ng  spe l l s), change  shape (d i re bat or 

wo l f, beast shape II), gaseous form, pha raon i c  ped i g ree, 

shadowless, sp i de r  c l imb  

Combat Gea r  javelins of lightning (4); Other Gear 

+ 1  khopesh, bracers of armor +2, cloak of resistance +3, 

funerary mask 

SPECIAL ABILITIES 

Pharaonic Pedigree (Ex) P r i n ce 

Kas iya comes from a l i n e  of Os i r i an  pha raohs  

extend i ng  back to the god -k i ngs  of you re .  Th i s  ped i g ree 

i s  refl ected i n  h i s  s tat i s t i cs-he was bu i l t  us ing the po i nt­

buy method with 20  po in t s .  



THE C O NTEMPTI BLE C RYPTS 
As with any family, even the line of Osirian pharaohs had 

secrets to hide. Whatever the reason for their dishonor, 

undesirable members of the Osirian royal family were interred 

in a series of secure, secret burial chambers within Sothis's 

Necropolis of the Faithful known as the Contemptible Crypts. 

1 .  Entry 
These large, sandstone double doors are unmarked and 

possess no clear locking mechanism. The doors are 

magically sealed to prevent both escape from within and 

unauthorized access from without-a specially keyed scarab 

medallion must be held against the doors to open them. 

Such a medallion can be obtained from select members 

of the Osirian royal family, high-ranking nobles, or the 

upper echelons of Pharasma's clergy in the Necropolis of 

the Faithful. In the absence of such a key, a successful DC 25 

Disable Device check allows a character entry into the crypt. 

2. Sarcophagus Ha l l  
Eight sarcophagi fill the room, each containing the remains 

of a minor noble with ties to the line of ancient Osirian 

pharaohs. The sarcophagi's occupants are undead mummies 

raised by Prince Kasiya, though they do not immediately 

rise and attack intruders. Rather, they react only to those 

creatures cursed by the trap in the decoy chamber (area 3 ). 
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When a cursed creature comes within 5 feet of one of the 

sarcophagi, the mummy within throws off the lid and attacks. 

This room contains two secret doors meant to channel 

invaders through dangerous sections of the crypt. The eastern 

door can be located with a successful DC 25 Perception check, 

while the western door is revealed by a successful DC 15 

Perception check. If the medallion that opens the door in 

area 1 is pressed to either door's western face, the passage 

opens freely. Touching the medallion to either door's eastern 

face has no effect. Both doors require a successful DC 30 

Disable Device check to open without the scarab or from 

the wrong side. 

MUMMIES (8) CR 6 

XP 1,600 each 
hp 60 each (Pathfinder RPG Bestiary 2 1 0) 

3. Decoy Chamber  
The chamber was designed as a decoy to  attract would­

be tomb robbers and other unauthorized visitors to the 

Contemptible Crypts. The entire room bears a magical trap 

that curses living creatures and bestows a mark that activates 

other defenses throughout the crypt. 

CURSED MARK TRAP CR 12 

Type mag i c; Perception DC 34; Disable Device DC 34 



EFFECTS 

Trigger prox im i ty; Reset a utomat ic  

Effect spe l l  ef fect  (he ig htened bestow curse; CL  1 7th, 

W i l l  DC 23  negates, impa rts -4 pena l ty on  attack ro l ls, 

sav i n g  th rows, a b i l i ty checks, and sk i l l  checks, and marks 

the ta rget  as u nwelcome i n  the Contempti b l e  Crypts); 

mu l t i p l e  targets (a l l  l i v i ng  creatures in a rea 3) 

4. Hemnetep's Tomb 
This tomb once held the serial murderer Hemnetep, a 

cousin of a pharaoh in Osirion's Third Age. From his 

treasure trove, Kasiya stole the miniature chariot, which 

he now wears on his belt, then raised Hemnetep as a mohrg. 

HEMNETEP CR 9 

XP 6,400 

Adva nced moh rg (Pathfinder RPG Bestiary 208, 294) 

hp 1 1 9  

AURA moderate transmutat ion 

PRICE 
45,000 GP 

WEIGHT 1 /2 l b .  

Th is  m i n iature cha r iot is made of wood and bronze and has a 

leather thong so it can hang a round the neck or a belt . Once per 

day when the command word is spoken, the char iot i ncreases 

i n  size to a fu l ly  funct ion ing med ium chariot (Pathfinder RPG 

Ultimate Combat 1 81 )  capab le of ho ld ing one Large creature 

or four Med ium creatures. Up to four Med ium creatures or one 

Large creature can be harnessed to the chariot to pu l l  i t ,  a l l owing 

these creatu res as wel l  a s  the cha r iot to gain the effects of 

overland flight. The cha riot cannot move of its own vo l i t ion and 

must have a source of propu ls ion i n  order  to f ly. 

With a second command word, the cha r iot sh r i nks  back to 

its m i n iature s ize. Any creatures ha rnessed to it (but not those 

r i d i ng  the veh i c l e) a re a bsorbed i nto the m i n ia tu re cha r iot .  

Such creatures a re affected as if by a temporal stasis spe l l; they 

reappea r at the i r  normal size when the char iot is next activated. 

CONSTRUCTION REQUIREMENTS I COST 22,500 GP 

Craft Wondrous I tem, overland flight, shrink item 

5. Unworthy Servants 
This room contains the remains of dozens of servants who 

were deemed unworthy ofhonorable burial and were interred 

in Contemptible Crypts instead. Upon his awakening as a 

vampire, Prince Kasi ya raised a number of the servants as 

zombies. They attack any creature cursed by the trap in area 3. 

ADVANCED FAST ZOMBIES (24) CR 1 

XP 400 each 
hp 1 6  each (Pathfinder RPG Bestiary 288, 294) 

6. Shai-Khaba's La i r  
When the ancient lich Shai-Khaba was interred in  the 

Contemptible Crypts, his body was locked away in the 
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minimus containment version of a bindinlJ spell, and his 

phylactery (his spellbook) was placed within view to taunt 

him. When Kasiya discovered the spellbook, he freed Shai­

Khaba but held the lich's phylactery hostage to ensure his 

service. Shai-Khaba now resentfully obeys Prince Kasiya, 

guarding this portion of the Contemptible Crypt in the hopes 

of one day earning his phylactery back. Unable to prepare 

new spells without his spellbook, Shai-Khaba has only half 

the listed spells prepared per spell level, reducing his CR by i. 

SHAl-KHABA CR 1 1  

X P  1 2,800 

N E  ma le human l i c h  nec romancer 1 1  (Bestiary 1 88) 

hp 1 1 1  

7 .  Catacombs Access 
A 10-foot-wide stair leads down from this area into a larger 

complex of catacombs that make up more ancient levels of 

the Contemptible Crypts. 

8. Tomb of Shepsi-Ak 
The necromancer Shepsi-Ak spent his life researching undeath, 

in the hope of becoming a lich. In the course of his study, 

he discovered a magical funerary mask that he only partially 

identified, believing it would allow him to masquerade as a 

living human. When he fell victim to a haunt and died prior 

to crafting a phylactery, the mask's properties prevented him 

from rising as an undead. When Kasiya removed the mask, 

Shepsi-Ak arose shortly thereafter as a geist. 

SHEPS l -AK CR 1 0  

X P  9,600 

Advanced ge i s t  (Pathfinder RPG Bestiary 4 1 24, 288) 

hp 1 3 8  

AURA moderate va r ied 

PRICE 
9,000 GP 

WEIGHT 1 l b. 

An undead wear i ng  th i s  go lden mask is treated as both a n  

undead and  a creatu re o f  t h e  type it wa s  before becom ing  

undead ( inc lud ing any associated subtypes) fo r  t he  pu rposes of 

determ in ing its e l ig ib i l ity as a target of i l l us ion and transmutation 

spe l l s  (such as alter self or disguise self). A corpse wea r ing the 

mask ga ins  the effects of gentle repose and sanctify corpse"M. 

A l iv ing creature wear i ng  the mask ga ins  no  effects. 

CONSTRUCTION REQUIREMENTS I COST 4,500 GP 

Craft Wond rous  I tem, polymorph, sanctify corpse"M 

9. Kasiya's Tomb 
Kasiya often spends time plotting in this chamber, which 

still holds his own sarcophagus. Several walls are lined 

with unsent correspondence, each anonymously inviting 

specific Pathfinders to investigate a body stolen from the 

Contemptible Crypts. 



Razinia wears a floor-length robe of billowing 

gray cotton decorated with numerous gold and 

silver baubles and trinkets, and moves with 

slow, measured steps. To most, she presents herself as 

fair-skinned janni with neat, short-cropped black hair. 

Beneath the illusion, she's a desiccated corpse with only 

shriveled skin on her bones and burning red lights in her 

empty eye sockets. 

Razinia was once a janni trader and tinker who traveled 

across the deserts of Qadira, using her skill at diplomacy 

and at crafting magic items to keep herself and her fellow 

jann free from slavers, as well as to ease the hard lives of 

her band and those Qadirans who could pay a fair price. 

However, this life was not to last. Over time, Razinia 

grew prideful and resented those who wouldn't pay 

the exorbitant prices she demanded or praise her for 

doing such marvelous work. Her hubris eventually 

alienated her from her band, whereupon she 

destroyed the protective items she had made for 

them and sold her tribe out to a band of slavers 

who happened to make camp at a nearby oasis. 

The brigands thanked her for the information by 

killing her so that they could keep the turncoat's 

payment. Learning of her betrayal, Razinia's tribe 

cursed her to an afterlife of torment, bound her 

to the very oasis in which she died-known 

as the Solitary Pool-and her left alone in the 

desert as a wretched ghul. Although her life 

was defined by creating wondrous works, her 

final acts undid much of that, and she now 

subsists on tearing down mortal efforts 

and perverting their intents. 

Centuries passed as Razinia 

fed upon what few caravans 

came through the Solitary 

Pool, disguising herself as a 

hyena to avoid suspicion. 

Eventually, she hit upon 

the idea of building up 

the oasis to lure in more 

victims. Appearing in 

her janni form and 

using a combination 

of seduction and 

enchantments, she 

slowly built up a 

network of traders and 

caravan drivers who came to trust her as they traveled 

across the desert. This network evolved into a semi­

permanent caravanserai based in the Solitary Pool, from 

which Razinia both conducts business on a far-reaching 

scale and plucks victims from the steady stream of visitors, 

maintaining a cautious balance between sating her hunger 

and avoiding being discovered. 

Razinia hides herself in her tent most of the time, 

explaining away her reclusiveness as a typical janni love 

of privacy. When she must interact with people, she applies 

heavy makeup and perfume before veiling herself in her 

janni form. Beyond sating her basic urge to 

consume the dead, she delights in gradually 

leading mortals into heinous acts-first 

uncivilized, then destructive, and eventually 

utterly vile. The caravans she manages travel 

to many places and carry a wide variety of 

goods, some less savory than others. She 

often hires adventures to scout and 

clear caravan routes that haven't been 

used recently and eliminate threats 

to trade, including monsters and 

brigands. (Often these brigands 

turn out to be escaped slaves 

whom Razinia returns to their 

owners for a bounty.) 

Razinia dwells in a 

secure pavilion tent in her 

caravanserai. The receiving 

room is always thick with the 

smell of incense. Here, she 

meets with her lieutenants and 

clients in the safety of dim light 

and illusions that conceal her 

true nature. Near the outskirts 

of the oasis is an unconsecrated 

graveyard where the bodies of 

dead travelers of any faith can 

be buried. There are rumored 

to be problems with jackals or 

hyenas digging up and eating 

the bodies, although Razinia is 

usually responsible. Sometimes 

incompetent or nosy guards 

disappear; they're assumed 

to have deserted in search of 

new work, but more often than 



not they were claimed and devoured in the night by the 

monstrous hyena that is Razinia's alternate form. 

Razinia's employees know nothing ofher undead nature, 

although they eventually observe that she is oddly averse 

to leaving the oasis and even to going out in daylight. 

She has retained the service of a number of guards and 

extracts agreements from merchants who operate in the 

caravanserai to contribute to its defense if she or her 

property is threatened. Razinia sometimes creates an excuse 

for her agents to attack those she fears may uncover her 

true identity, giving nosy interlopers a distinctive item as 

a reward while within the privacy ofher tent, then publicly 

accusing them of theft as they leave with it. Her longest­

serving lieutenant, Orozmoz, has developed a blind loyalty 

toward Razinia ever since she rescued him from highway 

robbers outside the oasis, and he has sworn to do whatever 

she asks until his debt to her is repaid. Her other lieutenant, 

the merchant Amiria, is also something of a traitor among 

her fellow jann, as she sometimes disguises herself and 

infiltrates bands of jann in order to kidnap the wealthy 

and ransom them back to their families, or to enslave the 

isolated and vulnerable not considered worth rescuing. 

A few merchants, mercenaries, and administrators in 

the region suspect Razinia is not what she appears, and 

she continually plots for ways to either throw them off 

the trail or, preferably, find a way to kill and devour them 

without being suspected. In particular, she hopes to trick 

someone else into slaying Fatwaq al-Aqrat (LN male human 

aristocrat 8), a regional tax collector who has been asking 

pointed questions around the oasis in recent months. 

Fatwaq has sent a hired trade mission to a nearby janni 

band, instructing the traders to spread both false warnings 

that the collector is pushing Qadiran officials to clear all 

jann out of the area as foreigners and details of Fatwaq's 

travel schedule, in an attempt to lure out janni vigilantes. 

RAZIN IA CR 7 

XP 3,200 

Fema le g h u l  so rcerer 4 (Pathfinder RPG Bestiary 3 1 2 5) 

NE Med i um  undead (sha pechanger) 

ln i t  +5; Senses da rkvi s i on  60 ft . ;  Percept ion +1 8 

DEFENSE 

AC 2 1 ,  touch 1 5, f lat-footed 1 6  (+5 Dex, +6 natu ra l )  

hp 9 1  (1 0 H D; 6d8+4d6+50) 

Fort +8, Ref +8, Wil l  +1 0 

DR 5/good; Immune undead t ra i ts; Resist co ld  1 0, fi re 1 0  

OFFENSE 

Speed 40 ft . , c l imb  20 ft .  

Melee b i te +1 3 (1 d6+7), 2 c laws +1 3 ( 1 d4+7 p lus b leed) o r  

dagge r  +1 3 ( 1d4+7/1 9-20) 

Ranged dagge r  +1 1 ( 1d4+7/1 9-20) 

Special Attacks b leed 1, c u rsed c l aws, rend (2 c l aws, 

1 d6+1 0) 

Bloodl ine Spel l - L ike Abi l it ies (CL 4th; concentrat i on  +9) 

8/day-elementa l  ray (1 d6+2 co ld )  
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Sorcerer Spel ls  Known (CL 4th; concentrat i o n  +9) 

2nd  (4/day)-darkness 

1 st (8/day)-burning hands (co ld ,  DC 1 6), color spray 

(DC 1 6), memory lapseAP0 (DC 1 6), silent image (DC 1 6) 

O (at w i l l )-detect magic, ghost sound (DC 1 5), mage 

hand, mending, prestidigitation (DC 1 5), touch of 

fatigue (DC 1 5) 

Blood l ine e lementa l (water) 

TACTICS 

During Combat Raz i n i a  ma i nta i n s  he r  hyena or j a n n i  form 

u n less  she  abso l ute ly must  d rop  the ruse and expose 

he rse l f  to he r  enemies .  She  attempts to s unde r  he ld o r  

worn mag i c  i tems, espec ia l l y  those that cou l d  damage o r  

expose he r, but  switches t o  atta ck i ng  spe l l casters d i rect ly  

i f  t h i s  tact i c  p roves i neffectua l .  

Mora le  I f  Raz i n i a  be l i eves she  i s  i n  imm i nent d a n g e r  o f  

b e i n g  exposed o r  fa l l s  be low 20 h p, she d r i n ks he r  potion 

of invisibility or casts darkness, then f lees to he r  tent o r  

the cave (a rea 7), us i ng  he r  dust of tracelessness t o  avo i d  

leav i ng  footpr in t s  s i n ce she  cannot  leave the oas i s .  

STATISTICS 

Str 24, Dex 20, Con -, Int  1 8, Wis 1 3, Cha 20 

Base Atk +6; CMB +1 3 (+1 7 sunde r); CMD 28 (30 vs. s unde r) 

Feats Craft Wondrous I tem, Eschew Mate r i a l s, G reater 

Sunde r, Imp roved Sunde r, Power Attack, Step U p  

Ski l ls  Appra i se +13 ,  B l u f f  +1 8, C l i m b  +1 5, D i p l omacy +1 5, 

D i sgu i se  +1 8, Knowledge (a rca na) +1 3, Percept i on  +1 8, 

Sense Motive +1 4, Spe l l c raft +1 4, Stea l th  +1 5, S u rv iva l  +O  

( +8  when fo l l ow i ng  t racks); Racial Modifiers 

+4 Percept ion ,  +8 Su rv iva l  when  fo l l ow ing  tracks 

Languages Abyssa l ,  Au ran, Common, Dracon i c, l g n a n, 

I nferna l ,  Ke l i s h  

SQ b lood l i n e  a rcana (change  ene rgy damage spe l l s  to match 

b l ood l i n e  ene rgy), bound by betraya l ,  change shape 

(hyena  o r  j a nn i; does not  detect a s  u ndead i n  these  

forms; beast shape I o r  alter self, respect ive l y), gen i e -k i n  

Combat Gear  potions of inflict serious wounds (2), potion 

of invisibility, scroll of glitterdust, scroll of mage armor, 

scroll of sculpt corpse, scroll of summon swarm, wand 

of searching ray (9 cha rges), wand of charm person 

(1 6 cha rges), t ang l efoot bag; Other Gear dagge r, dust of 

tracelessness (2), elemental gem (air), stone of alarm, 

23 g p  

SPECIAL ABILITIES 

Bound by Betrayal (Su) Raz i n i a  cannot  move fa r ther  

t han  600 feet  from the center  of the oas i s  where she  

comm itted he r  fata l betraya l ;  i f  s he  i s  t aken  beyond  th i s  

r ange, she  can  take no  ac t ions  except move ac t ions  i n  the 

d i rect ion of the oas i s .  As a s i de  effect of the cu rse ho l d i n g  

he r  t o  the oas i s, s he  can take the f o rm of a l i v i ng  j a n n i  

t h a t  resemb les he r  a ppearance i n  l i fe i n  the same way 

she can change  shape  i nto a hyena .  When i n  this form, 

she does not detect a s  u ndead,  but  she reta i n s  her hoofed 

feet as a rem i nde r  of her treachery, a phys i ca l  fea tu re she  

goes to extreme lengths  to h i de .  



THE SOL ITARY POOL  
Situated on the south shore o f  a small oasis lake known as 

the Solitary Pool, Razinia's caravanserai is a relatively simple 

one. All visitors to the oasis are required to peace-bond 

their weapons; those who refuse are turned away from the 

compound, although they can still get water from the oasis. 

1 .  The Road 
The primary route to the oasis passes east and west a short 

distance from the oasis's south end. Anyone approaching in 

great haste is met by the mounted guards well away from 

the gate for questioning. If the guards are not satisfied or 

they are outnumbered, they instead shut the gate and speak 

to visitors from the wall with crossbows at hand. 

CARAVAN GUARDS (5) CR 1 

XP 400 each 
hp 1 6  each (Pathfinder RPG GameMastery Guide 282) 

2. Caravanserai  
The caravanserai is  ringed by a defensive wall that provides 

cover for numerous tents and stables. The three eastern 

tents house Razinia's tenant merchants: Amiria (a livestock 

trader), Mala (chef and potion-seller), and a half-ore carpenter 

named Youssef (Pathfinder RPG NPC Codex 261). Traders 

and the more well-to-do prefer to socialize at Mala's tent. 
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Amiria is a janni, but never corrects anyone who mistakes 

her for human. She buys and sells livestock and mounts 

(and slaves when they can be had). Mala is an excellent hostess 

and a cutthroat entrepreneur-shamelessly inflating the 

price for her wares, which include both mundane fare and 

potions. Youssefis reserved but hardworking, and suspects 

something is strange about the trio's reclusive landlord. 

AMIRIA CR 4 

XP 1,200 

N E  fema l e  j a nn i  

hp 39 (Pathfinder RPG Bestiary 1 4 1 )  

GUARDS (2) CR 1 

XP 400 each 
hp 2 2  each (Pathfinder RPG NPC Codex 267) 

MALA CR 3 

XP 800 

CN female taunt ing comed ian  (Pathfinder RPG NPC Codex 27) 

hp 25 

3. Guards' Tent 
The guards' tent is situated in the center of the oasis, 

between Razinia's tent and the gate. Off-duty guards rest 

here when not mingling with the visitors in the area I. 



In addition, Razinia's long-serving lieutenant Orozmoz 

remains here unless the guards ask him to resolve a 

problem they cannot themselves handle. If interlopers 

try to reach Razinia's tent uninvited, Orozmoz demands a 

hefty fine for bothering the landlord (usually i,ooo gp); if 

they aren't dissuaded, he confiscates their wealth and beats 

them as a reminder to everyone else. 

OROZMOZ CR 6 

XP 2,400 

L E  male ha r ry i ng  b rute (Pathfinder RPG NPC Codex 99) 

hp 45 

4. Raz in ia 's Pavi l i on  
Razinia's pavilion tent is of exceptionally thick material that 

keeps out most light, even on a clear, bright day. It smells 

strongly of incense and the powerful perfume she wears 

when out in public. 

5 .  Oasis Wood 
A small wood surrounds the oasis lake. The oasis woods 

are infested by hyenas that never seem to go away for long, 

even if the guards drive them off. They have learned to 

avoid the caravanserai, but sometimes harass mourners 

visiting the graveyard on the other side of the oasis if they 

have not fed recently. 

In the northeast part of the forest, under a patch of 

heavy undergrowth, a 3-foot cave opening leads to area 8. A 

character who succeeds at a DC 18 Perception check notices 

tlie disturbed undergrowth around the opening. 

HYENAS (4) CR 1 

XP 400 each 
hp 1 3  each (Pathfinder RPG Bestiary 1 79) 

6. Cemetery 
The north edge of the oasis features a cemetery whose 

grave-markers indicate numerous faiths among the dead. 

Razinia happily feasts on bodies interred in the graveyard, 

but only in her hyena form, and only when she thinks no 

one is around. Razinia claims that troublesome youths 

traveling with caravans damage markers and bodies while 

robbing them, but the shop-keepers trade rumors that the 

oasis and especially the graveyard are haunted by a fearsome 

hyena spirit that cannot be caught or killed. 

The graveyard is home to a haunt formed from the 

restless spirits of jann from Razinia's original band who 

were slain when the slavers attempted to capture them; 

Razinia knows to avoid the ground above their mass 

grave. Buried with five janni corpses are several ruined 

magic items: cracked eyes of the ea.gle, a pair of crushed 

daredevil bootsuE, an unraveling shawl oflife-keepin.guE, a cut 

and blood-stained cloak of fiery vanishin.gUE, a pair of torn 

bur.glar's bracersuE, the tattered remains of a silvery cape, and 

irreparable fragments of a shattered amulet. 
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DISENCHANTING HAUNT CR 5 

XP 1,600 

CN haunt (30-ft . - by-30-ft .  mass g rave) 

Caster Level 5th 

Notice Pe rcepti on  DC 20 (to hear  a ng ry rant ing from beneath 

the ground) 

hp 1 O; Trigger prox im i ty; Reset 1 day 

Effect When th i s  h a unt i s  t r i ggered, the tombstones seem 

to crack and  shatter i n  t ime with the r i s i ng  tempo of a 

savage t i rade aga i n s t  "the t ra i torous dest royer." A l l  mag i c  

i t ems a nd  targets of spe l l s  i n  the a rea a re s ubject  to  

dispel magic. Mag i c  i t ems affected by the h aunt lose the i r  

powers for 1 d 4  days  r a the r  than  1 d 4  rounds .  

Destruction At  l ea s t  one of the ru i ned  mag i c  i t ems  bu r i ed  

i n  the mas s  g rave must be restored, a nd  then emp l oyed 

by someone who successf u l l y  p rotects a nother  aga i nst  a n  

u ndead, a t ra i tor, o r  a s laver. 

7. L imestone  Cave 
A small cave opening is hidden in the forest. Razinia uses 

the cave to come and go from her vault as she pleases at any 

time of day. A grate with a simple lock secures the north end 

of the cave, and only Razinia has the key. She has attached 

her stone of alarm to the grate (Perception DC 18 to notice 

the item.) The shrieking noise of the triggered alarm draws 

the attention of violet fungi growing deeper inside, though 

they take no interest in Razinia because she is undead. 

If the alarm goes off, Razinia explains away the noise 

by saying shrieker fungi growing beneath the lake make 

the noise when disturbed by animals. She orders her 

employees not to investigate under the pretext of keeping 

the guests calm, then returns to area 4 to prepare for 

potential trouble. She eventually investigates by passing 

through a secret door in area 8 that opens in the 

southernmost wall of the cave. 

The southern secret door is a slight indentation that 

can be detected with a successful DC 20 Perception check. 

A successful DC 15 Strength check is needed to slide the 

door upward into the stone wall. 

VIOLET FUNGI  (3) CR 3 

XP 800 each 
hp 30 each (Pathfinder RPG Bestiary 274) 

8. Vault 
Razinia's pavilion tent holds an in-ground vault where 

merchants can pay to have their most valuable wares stored 

overnight and where Razinia keeps her most guarded 

treasures and secrets. Here, she keeps several cursed magic 

items (often including incense ef obsession, a rin.g ef clumsiness, 

a bottle of curses, and a mace of blood), which she enjoys 

weaving into her schemes. 

The vault's north-facing wall has a secret door that leads 

to area 7, permitting Razinia to enter and leave the walled 

caravanserai undetected. 



Rudralµlvala 

£ rntude< "'"" mo=t<ry w" found<d in mmot< 

(:t_- mountain valley in the hinterlands ofVudra, on 

the edge of the expansive Narhari Desert. The 

monks living there were dedicated to the path of the god 

Irori, who teaches tolerance, self-knowledge, and patience. 

While most of lrori's followers are content to follow the 

Enlightened One's pursuit of perfection over the course 

of multiple lifetimes, there are those who push magical 

boundaries to gain knowledge beyond the reach of 

normal mortals. One such monk was named Ahmrit 

Rajaani, and he yearned to hasten his pursuit of 

knowledge through spellcraft. He concentrated 

his studies on spells that would allow him to 

view remote locations and speak with extraplanar 

beings. While certainly an unorthodox path 

to self-perfection, his divinatory pursuits 

were countenanced by his peers, who did 

their best to embody Irori's teachings 

of tolerance. Late in Ahmrit's life, he 

finally made the breakthrough he 

sought: he  gained the mysterious 

and inexplicable ability to cast his 

most coveted spell, plane shift, as 

a spell-like ability. Finally, 

he would be able to 

learn the secrets of the 

immortals, and forge a 

new path to perfection. 

Unfortunately, he 

succeeded beyond his 

wildest nightmares. 

The  monk named Ahmrit who 

journeyed into the Great Beyond 

returned to the monastery as a devourer 

called Rudrakavala. No living creature knows 

Rudrakavala's genesis, though his creation was 

undoubtedly catalyzed by contact with an 

incomprehensible evil in the Shadow Plane. 

Over the past several centuries, the presence 

of this eater of souls has transformed the 

modest monastery into a village called 

Adhaarm, which serves to empower the vile 

creature. Rudrakavala sits unmoving upon an 

iron pillar in the middle of a vast clearing, 

surrounded by a field of bleached bones. 

These bones are the product of a profane 

ritual that the residents of Adhaarm have 

performed ever since the undead creature's arrival. 

Because the devourer must continually absorb the souls 

of the living, the residents of the village forcibly offer 

victims to the creature. After they witness the devourer 

siphon the victim's soul, they throw the lifeless body into 

the surrounding bone field to rot. 

Over the centuries, many of the villagers have offered 

explanations as to why they make sacrificial offerings to 

the mysterious unmoving creature. Some say that these 

offerings keep the creature immobile, and that any 

lapse in the ritual would cause him to awaken and 

destroy the village. Other residents of Adhaarm view 

Rudrakavala as an avatar ofRovagug, and claim that 

the offerings shield them from the attentions of 

the Spawn of Rovagug, Trilochan, which is 

said to roam the desert. The superstitious 

villagers are not far from the truth. 

Rudrakavala is indeed a conduit, though 

not for any known deity. The devourer 

uses the collected souls to power an 

interdimensional ,gate, located deep 

in the Narhari Desert, that links 

Vudra to a point somewhere 

between the Plane of Shadow 

and the Negative Energy 

Plane. On the other side 

of that portal lies a 

deep pit of crystallized 

entropy and un-life, and 

a host of extraplanar 

undead monstrosities called nightshades. 

(For more information on nightshades, 

see Path.finder RPG Bestiary 2 or Path.finder 

Campai,gn Settin,g: Undead Revisited.) 

Rudrakavala's ,gate is open for i8 minutes 

each day (for 9 minutes just prior to dawn and 

for 9 minutes just after sunset), during which 

time passage between the planes is possible. 

Those who dare enter the forbidding Narhari 

Desert have reported it populated by savage 

tribes ofbeast-men, enormous raptors, and 

colossal vermin. Occasional reports also tell 

ofliving shadows that suck the very warmth 

from the living. So far, the incursions of 

these bizarre visitors have been limited and 

sporadic. Nevertheless, it's only a matter 

of time before the outsiders discover 



something on this plane worth coveting, and their 

explorations become conquests. 

Adhaarm remains secluded from the outside world, 

but there are several potential reasons an adventuring 

party might trek to the town. The first is that the 

town's sacrificial ritual requires a constant stream of 

victims. Many of these are locals or desert beast-men 

captured by Adhaarm's hunters. Others are members 

of wayward caravans or unlucky explorers. Eventually, 

a party will be sent to discover the fate of one of these 

sacrificial victims. The second reason Adhaarm might 

be rediscovered is much direr. While the nightshades 

have thus far preyed upon only the scattered denizens of 

the desert, it's inevitable that they will one day stumble 

upon a population center. When that finally occurs, it 

will likely mean the end of that village, and the arrival 

of more undead horrors. At that point, it will become 

imperative that Rudrakavala be destroyed and the .Bate 

he enables to exist be eliminated. 

Any party that attempts to close the portal has to contend 

with a host of extraplanar horrors, indigenous wildlife, 

and environmental dangers. The desert is naturally home 

to savage gnoll tribes, roes, titan centipedes, and colossal 

black scorpions, any of which could easily destroy an 

unwary party. However, the portal has allowed several 

nightwalkers, nightskitters, and nightwings through as 

well. Additionally, the hostile desert environment makes 

heat, dehydration, and lack of shelter constant concerns. 

This wide variety of threats makes the Narhari Desert an 

extremely challenging environment. Any party that over­

concentrates on one relevant skill set (like combatting 

undead), could easily fall prey to natural dangers (heat 

and living predators), or vice versa. 

RU DRAKAVALA CR 1 5  

XP 51,200 

Ma le  un ique devourer  o rac le  9 (Pathfinder RPG Bestiary 82, 

Pathfinder RPG Advanced Player's Guide 42) 

NE Large undead (extra p l a na r) 

ln i t  +1 0; Senses da rkv i s ion 60 ft . ; Percept ion  +30 

DEFENSE 

AC 3 1 ,  to uch  1 8, f lat-footed 24 (+1 def lect ion ,  +6 Dex, 

+1 dodge, +1 monk, +1 3 natu ra l , -1 s i ze) 

hp 264 (23 HD; 1 4d8+9d8+1 61 )  

Fort  +1 4, Ref +1 3, Wil l  +1 9 

Defensive Abi l it ies spe l l  d ef lect ion;  Immune undead t ra i ts; 

SR 26 

OFFENSE 

Speed 30 ft . ,  f ly 20 ft .  (perfect) 

Melee 2 c l aws +25 (1 d8+1 0 p l u s  ene rgy  d r a i n) o r  

u n a rmed  s t r i ke +2 5/+20/+1 5/+1 0 (1 d 8+1 0 p l u s  

e n e rgy  d r a i n) 

Space 1 O ft . ; Reach 1 O f t .  
Special Attacks devou r  sou l  (DC 24) ,  ene rgy  dra in (1 leve l ,  

DC  24) 
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Spel l -L ike Abi l it ies (CL 1 8th; concentrat ion +25) 

At w i l l-animate dead, bestow curse (DC 2 1 ), confusion 

(DC 2 1 ), control undead (DC 24), death knell (DC 1 9), 

ghoul touch (DC 1 9), inflict serious wounds (DC 20), 

l esser planar ally, ray of enfeeblement, spectral hand, 

suggestion (DC 20), true seeing, vampiric touch (DC 20) 

1/day-plane shift (DC 22) 

Oracle Spel ls  Known (CL 9th; concentrat i on  +1 6) 

4th (5/day)-divine power, fear (DC 22), freedom of 

movement, inflict critical wounds (DC 2 1 )  

3 rd (8/day)-animate dead, blindness/deafness ( D C  2 1 ), 

dispel magic, inflict serious wounds (DC 20), magic 

circle against good 

2nd (8/day)-communal protection from good"', enthrall 

(DC 1 9), false life, inflict moderate wounds (DC 1 9), 

oracle 's burdenAPG (DC 20), resist energy 

1 st (8/day)-couse fear (DC 1 9), command (DC 1 8), 

detect good, doom (DC 1 9), entropic shield, inflict light 

wounds (DC 1 8), murderous command"M (DC 1 8) 

O (at w i l l )-bleed (DC 1 8), detect magic, guidance, 

mending, read magic, resistance, sparkAeG, virtue 

Mystery bones 

TACTICS 

Before Combat Rud ra kava la  rema i n s  perfect ly st i l l  atop h i s  

i ron  p i l l a r, leav i n g  combat t o  h i s  fo l l owers . I f, h owever, he  

knows h i s  invo lvement i n  combat i s  imm i nent, he  casts 

desecrate and animate dead to ra i se m i n i on s  from the 

p i le of rema i n s  at  h i s  feet .  

During Combat Rud ra kava la  concentrates on  sta l l i n g  those 

foes capab le of dea l i n g  the most damage .  He  uses 

deb i l i tat i ng  attacks l i ke ene rgy d ra i n, enervation, and  

vampiric touch before mov ing i n  f o r  the k i l l  w i t h  h i s  

devou r  sou l  a b i l i ty. 

Mora le  Rud ra kava la  casts plane shift to travel to the 

Shadow P l ane  when reduced to fewer than 60 hit po in t s .  

The re he  gathers re i n fo rcements before retu rn i ng  to the 

Mate r i a l  P lane to resume h i s  post i n  Adhaa rm .  

STATISTICS 

Str 30, Dex 22, Con -, Int  1 7, Wis 1 8, Cha 25  

Base Atk +1 6; CMB  +27 (+29 s unde r); CMD  46 (48 v s .  s unde r) 

Feats B l i n d - F i g h t, C l eave, Comba t  Ca s t i ng ,  Comba t  

Expe rt i se ,  Command  U n d ea d •, Dodge, I m p roved 

I n i t i a t i ve, I m p roved S u n de r, I m p roved U n a rmed  S t r i ke, 

Mob i l i t y, Power At tack, S p e l l  Fo cu s  (nec romancy), 

S p r i n g  Att a ck  

Sk i l l s  B l u f f  +2 3, D i p l omacy  +2 3, F l y  +2 1 ,  I n t im ida te  +23,  

K now l edge  (a rca na)  +2 9, Know ledge  ( p l a n es) +29, 

Percept i o n  +30, Sen se  Mot ive +30, S p e l l c ra f t  +2 9, 

Stea l t h  + 1 5  

Languages Abyssa l ,  Ak lo, Ce les t i a l ,  Common, l g n an, 

I nferna l ,  Vud ra n i; te lepathy 1 0 0  ft .  

SQ orac l e's cu rse (tongues [Ak lo] ), reve la t ions  (a rmor  of 

bones, death 's touch,  undead serv i tude) 

Gear incense of meditation, monk's robes, ring of 

protection + 1, rod of withering, 1 0 0  g p  



ADHAARM AND THE NARHAR I DESERT 
Rudrakavala's lair is divided between two settings, either 

of which may be approached first. The first site is on the 

outskirts of the Vudrani village of Adhaarm. The second site 

is a circle of mysterious standing stones, deep in the N arhari 

Desert. Those who oppose Rudrakavala must inevitably 

conquer both sites to truly defeat the devourer. If the 

adventurers destroy Rudrakavala first, they'll have trapped 

several nightshades on this plane. If the adventurers defeat 

the nightshades first, they'll still have to defeat Rudrakavala, 

lest he simply reopen the 9ate to the Shadow Plane. 

1 .  S lave Pen 
This pen is surrounded by a 6-foot-high rattan fence, woven 

through with dried bramble bushes with razor-sharp thorns. 

Any creature that attempts to climb the fence takes 2d6 

points of piercing damage each round that it climbs unless 

it succeeds at a DC 30 Climb check. 

Shackled to the fence are a half-dozen creatures: four ragged 

harpies and a pair of naked gnolls. The harpies are gagged and 

their wings are bound with rawhide straps, while the gnolls 

sit sullenly, their faces masks ofhatred. 

HARPIES (4) CR 4 

XP 1,200 each 
hp 38 each (Pathfinder RPG Bestiary 1 72) 
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GNOLLS (2) CR 1 

XP 400 each 
hp 1 1  each (Pathfinder RPG Bestiary 1 55) 

2. Bone F ie ld  
This large pile ofbones spans several hundred square feet of 

desert floor. Most of the bones are bleached white, though 

a few fresh corpses are strewn around the area. Vultures 

and flies swarm around the ripe bodies. Most of the bones 

are from harpies, gnolls, and humans. 

On top of a simple iron pedestal sits what appears to be 

the black, shriveled corpse of a Vudrani man seated in the 

lotus position. This is Rudrakavala, whose statistics can be 

found on page 49. 

Adhaarm's gruesome sacrificial ritual is performed here, 

as the last rays of sunlight disappear over the horizon. At that 

time, Gataasunh (see area 5 )  drags one of the prisoners from 

the slave pen (area 1) and forces the victim into Rudrakavala's 

chest cavity, tossing the corpse into the bone field when the 

devourer has sapped its soul from it. The systematic cruelty 

exhibited here has tainted the area with a powerful haunt. 

SACRIF ICIAL RITUAL CR 14 

XP 38,400 

NE  pers istent h aunt (35-ft .  rad i u s, centered on  Rud ra kava la) 

Caster Level 1 4th 



Notice Percept ion DC 32 (to hea r  the sounds  of chan t i ng) 
hp 63, Trigger prox im i ty; Weakness t r i cked by invisibility; 

Reset 1 m i n ute 

Effect When creatures enter the hau nted a rea, t he i r  v i s ion 

becomes c l ouded by abso l ute da rkness a nd  they fee l  

a s  though the i r  chest  cav i t ies  a re be i ng  p r ied open .  

Soon,  l e s i ons  a nd  cuts beg i n  appear ing on  the i r  bod ies .  

Creatu res i n  the a rea of the h a u nt a re affected as  i f  by 

hungry darkness (Pathfinder Campaign Setting: Inner Sea 

Magic 56) . 

Destruction This h a unt ends when Rud ra kava la  i s  dest royed .  

3 .  V i l lage Wa l ls  
These 8-foot-high mud brick walls are topped with wooden 

spikes. The only gap in the wall is the front gate, which is made 

of stout wood and secured with a thick crossbar. Breaking 

through the gates requires a successful DC 25 Strength check. 

Further impeding any attempts to infiltrate the village are 

three guard dogs, which bark if they perceive any intruders, 

alerting the town's inhabitants to interlopers' approach. 

GUARD DOGS CR 2 

XP 600 each 
Adva nced r i d i ng  dogs  (Pathfinder RPG Bestiary 87, 294) 

hp 1 7  each 

4. Animal Pen 
This rattan enclosure is divided into two sections. One 

side contains herbivorous livestock, including a pair 

of elephants. The other side of the pen holds captured 

carnivores, including several giant frilled lizards. 

The animals in this pen may be released to create a 

distraction, cause chaos in the village, or turn the tide of a 

battle. The elephants trample through the village, targeting 

villagers who have mistreated them. The lizards head straight 

for the desert, attacking any creatures that get in their way. 

ELEPHANTS (2) CR 7 

XP 3,200 each 
hp 93 each (Pathfinder RPG Bestiary 1 2 8) 

G IANT FRI LLED LIZARDS (4) CR 5 

XP 1,600 each 
hp 59 each (Pathfinder RPG Bestiary 1 94) 

5. Rudrakava la 's Worsh ipers 
Adhaarm is populated mostly by commoners who farm 

crops and tend livestock. Living in this large hut, though, 

are several very skilled warriors who came from across 

Vudra to worship at Rudrakavala's feet. 

Three cultists in particular are the most ferocious 

of Rudrakavala's supporters. The first is Gataasunh, a 

necromancer who performs the sacrifices to Rudrakavala. 

The second is Sikaata, a desert ranger in charge of 

scouting the desert for potential sacrifices. Finally, there 
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is Prakaanda, the pitiless hunter in charge of capturing 

slaves for sacrifice. 

GATAASUNH CR 14  

XP 38,400 

Master of u ndeath (Pathfinder RPG NPC Codex 56) 

hp 1 4 6  

PRAKAANDA CR 9 

XP 6,400 

Cann i b a l i s t i c  h u nter (Pathfinder RPG NPC Codex 1 5) 

hp 1 2 0  

S I KAATA CR 13  

XP 25,600 

Desert sta l ke r  (Pathfinder RPG NPC Codex 1 37) 

hp 1 3 0  

6 .  Stand ing Stones 
Deep in the Narhari Desert is  a circle of standing stones, 

which rise between 4 and 10 feet from the ground and 

consist entirely of black pumice. In the middle of the 

standing stones is a perfectly round circle of black sand, 

which stands apart starkly from the light sand that fills the 

rest of the desert. This is the site ofRudrakavala's 11ate, which 

opens for two short periods each night: right after dusk and 

just before dawn. This allows creatures from the Shadow 

Plane to roam the desert during the nighttime, and return 

before the brilliant desert sun emerges. If the adventurers 

are within 10 miles of this site during the nighttime, they 

may encounter an imposing shadow monstrosity exploring 

the alien Material Plane. 

N IGHTWALKER CR 16 

XP 76,800 

hp 241 (Pathfinder RPG Bestiary 2 20 1 )  

7. Gargantuan Beet le Carcass 
Halfburied beneath a sand dune lies this gargantuan beetle 

carcass. Now just an empty shell, it measures over 15 feet 

high, and over three times as long. A successful DC 18 

Knowledge (nature) check reveals that the carcass shows 

several pairs of puncture wounds, as if it was bitten by a 

large insect. 

Inside the beetle carcass resides a horrible, insect-like 

creature known as a nightskitter. Having come through 

Rudrakavala's 11ate, the nightshade killed the first thing it 

encountered (the beetle), and found its cavernous corpse a 

suitable refuge from the sun. The beetle corpse is almost 

entirely filled with the undead creature's umbral webs and 

dozens of desiccated carcasses. 

N IGHTSKITTER CR 12 

XP 1 9,200 

hp 1 57 (Pathfinder Campaign Setting: Undead Revisited 38) 



A� lthough in life he was a Knight of Ozem and an 

honor-bound foe ofthe undead nation ofGeb, in 

_ ,/ undeath Seldeg Bhedlis is a licentious spymaster 

and general in the armies of his former enemy. The 

graveknight commander makes a vain show of reveling in 

every little pleasure and cruelty that his order in life forbade 

him, but that has never given him a moment's reprieve 

from the burning shame and frustration he feels for what 

he squandered. He presents himself to his troops in the 

long and decorated black cloak ofhis station, which hides 
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most of his armor from view-the fire that claimed his 

life melted his once-holy armor into a dark, silvery casing 

wrapped around his badly scorched corpse. 

Bhedlis was a crusader's son, and his life was one of strict 

dogma, unyielding repression, and endless expectations. 

He never considered a way of living or destiny other 

than seeking immortality by achieving great deeds like 

those in the stories of crusaders. He served the Knights 

of Ozem well, and earned himself a prominent position 

in the order. When the aging Master and Commander 

Claidius Barronmor sought to rekindle the 

flame of the Shining Crusade by raising his 

voice and sword against Geb in 3889 AR, he 

selected Bhedlis as one of six Knights ofOzem 

to infiltrate Geb's capital ofMechitar. 

Bhedlis and his fellow knights maintained an 

extremely low profile in Mechitar, watching and 

waiting as long as they could before revealing their 

origins or intentions. Although the code of the Knights 

of Ozem demanded they never lie, they used half-truths 

and clever wordings that allowed others to draw conclusions 

about them that obfuscated their true identities and 

intentions. The knights avoided notice among Mechitar's 

traders for a time, but the delights and excesses of Geb 

proved more than Bhedlis's repressed, joyless upbringing 

had prepared him for. Before long, he met an entrancing 

vampire performer, Ysmett, whose beauty drew the paladin 

in purely physical way. 

Once he succumbed to the temptations of an undead 

lover, which would have gotten him censured in Lastwall, 

Bhedlis did not know how to stop this new obsession. He 

indulged in it again and again in spite of fearing for his soul. 

Eventually, he became distracted enough to let slip a fatal 

clue before Ysmett, who-unbeknownst to Bhedlis-was a 

thrall to a Blood Lord named Hyrune Loxenna. Loxenna's 

guards seized Bhedlis not long afterward, and the intrigued 

Blood Lord searched the captured paladin's mind. 

Geb, alerted that a high-level agent from a distant land 

threatened his nation's security, manifested to interrogate 

Bhedlis personally. The ghost made clear that a terrible 

death awaited the intruders. Bhedlis proclaimed that he 

and his allies were all ready to die gloriously fighting evil in 

the name of Aroden. However, Geb knew from his minion's 

report that Bhedlis believed his transgressions would make 

the Knights of Ozem revile and ultimately forget him; 

Bhedlis feared he would then be judged unworthy in the 

Great Beyond. Geb promised Bhedlis that if he exposed 



his fellows, the knight would not have to worry about 

Aroden's or Pharasma's judgment after death. Overcome 

with shame, Bhedlis assented. Geb incinerated him with a 

single spell and bound his soul into his superheated armor, 

transforming him into a graveknight. 

Once Bhedlis's five companions had likewise been 

transformed into graveknights, the group returned to Vigil 

and laid siege to the monument holding Arazni's body, 

stealing her for their new master, Geb. Ever since Arazni 

arose in undeath as the Harlot Queen, Bhedlis and the other 

fallen Knights of Ozem have served as her generals and have 

led Geb's effort to retrieve the Bloodstones of Arazni. Bhedlis 

manages a network of agents in Geb, Lastwall, Ustalav, 

and elsewhere, including a number of spies that actively 

insinuate themselves into the Knights of Ozem in whatever 

manner possible, most often as servants and retainers. The 

majority of these agents are selfish common folk tempted 

by Gebbite offers of wealth and protection, but some are 

vampire infiltrators or even knights lured down a path not 

unlike Bhedlis's. Although Bhedlis is terrifyingly effective 

as the head of a legion of lesser undead, his preference is 

to lead a small force of more powerful minions in strategic 

strikes against well-scouted targets. 

Bhedlis still considers his fellow fallen Knights of Ozem 

to be allies, although his caution toward them has grown 

over the years. Since Arazni's vile rebirth, she has become 

close with Bhedlis and his fellows, treating them as favored 

concubines and personal champions. She is the one being in 

Geb whom Bhedlis trusts, as she has demonstrated herself 

to be a remarkable stabilizing force on Geb's leadership 

and has entrusted him with hunting down her Bloodstones. 

However, he has become increasingly concerned that 

her patience with him is nearing its limit, as his plans 

to recapture the artifacts have been thwarted numerous 

times over the past several centuries. He is willing to take 

a personal role in reconnaissance and retrieval efforts if 

he believes he can do so without embarrassing Arazni and 

Geb on the international stage. 

SELDEG BHEDL IS  CR 18 

XP 1 53,600 

Male h uman  g ravekn igh t  an t i pa l ad i n  of Arazn i  17 

(Pathfinder RPG Bestiary 3 1 3 8, Pathfinder RPG Advanced 

Player's Guide 1 1 8) 

CE Med i um  undead (a ugmented humano id )  

ln i t  +6 ;  Senses da rkv i s i on  60 f t . ;  Percept ion +27 

Aura cowa rdice (1 O ft .), dep ravity (1 0 ft .), despa i r  (1 O ft .), 
sac r i l eg i ous  a u ra (30 ft., DC 24), s i n  (1 0 ft .), 

vengeance (1 0 ft.) 

DEFENSE 

AC 33, touch 1 4, f lat-footed 3 1  (+1 1 a rmo r, +2 def lect ion ,  

+ 1 Dex, + 1 dodge, +S natu ra l, + 3 sh i e l d )  

hp 268 (1 7d 1 0+1 70) 

Fort +22, Ref +1 3, Wil l  +1 8 

Defensive Abi l it ies c h a n ne l  re s i s t ance +4, rej uvenat ion ;  
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DR 1 0/mag i c  a n d  5/good; Immune co ld ,  e l ec t r i c i ty, 

u ndead  t ra i t s  

OFFENSE 

Speed 20 ft .  

Melee +3 longsword +28/+23/+1 8/+1 3 (1 d8+1 0/1 9-20 p l u s  

4d6 fi re), s l am +24 (1 d4+7) 

Ranged + 1  composite longbow +20/+1 5/+1 0/+5 (1 d8+1/x3) 

Special Attacks channe l  dest ruct ion ,  c hanne l  negat ive 

ene rgy (DC 24, 9d6), devastat i ng  blast ( 1 0d6  fi re, DC 24), 

sm ite good 6/day (+6 attack and  AC, +1 7 damage), 

undead mastery (DC 24) 

Antipaladin Spel l- L ike Abil ities (CL 1 7th; concentrat ion +23) 

At wi l l-detect good 

Antipa ladin Spells Prepared (CL 1 4th; concentrat i o n  +20) 

4th-fear (DC 20), greater invisibility 

3 rd-dispel magic, nandetectian, vampiric touch 

2 nd-blindness/deafness (DC 1 8), corruption resistanceAPG, 

invisibility, silence (2, DC 1 8) 

1 st-command (DC 1 7), disguise self, protection from 

good, protection from law, read magic, summon 

monster I (ev i l  creatures on l y) 

STATISTICS 

Str 24, Dex 1 4, Con -, Int  20, Wis 1 4, Cha 22  

Base Atk +1 7; CMB +24 (+26 overru n); CMD 39 (41 v s .  over run) 

Feats Dodge, G reater V i ta l  Str i ke, Imp roved I n i t iat ive•, 

Imp roved Overrun,  Imp roved V i ta l  S t r i ke, I nt im ida t i ng  

P rowess, Mounted Combat•, Power Attack, R ide -By 

Attack•, Sh ie l d  Focus, S tep U p, Toughness•, V i ta l  Str i ke, 

Wea pon Focus ( l ongsword) 

Ski l ls  B l uff  +25, D i p l omacy +23, I n t im idate +41, Knowledge 

( l oca l )  +22, Percept ion +27, P rofess i on  (mercha nt) +6 ,  

R i de  +25, Sense Mot ive +22, Stea l th  + 17 

Languages Abyssa l ,  Common,  Ke l i sh ,  Necr i l ,  O re, Os i r i an i  

SQ c rue l t i e s  (cu rsed, nau seated, po i soned, s i ckened,  

staggered), fi end i s h  boon (fi end i s h  servant), pha ntom 

mount, revita l i z i ng  co r rupt ion ,  r u i nous  rev iv i fi ca t ion (fi re), 

to uch  of co r rupt ion 1 4/day (8d6), 

Combat Gear potions of fly (2), potion of haste; Other 

Gear +2 adamantine full plate, + 1  buckler, + 1  composite 

longbow with 40 a rrows, +3 longsword, amulet of natural 

armor + 1, belt of physical might +2 (Str, Dex), headband 

of mental prowess +2 ( I nt, Cha), ring of protection +2, 

d i amond  dus t  (worth SO g p), 1 68 g p  

SPECIAL ABILITIES 

Revita l iz ing Corruption (Ex) Arazn i  used a f ragment  of 

he r  d i v i ne  power to g ran t  he r  g ravekn i ghts the ab i l i ty to 

restore the i r  own h i t  po i nts wi th to uch of co r rupt ion as a 

swift ac t i on .  Do i ng  so st i l l  req u i res a free hand ,  caus i ng  

Bhed l i s  to lose h i s  s h i e l d  bonus  to AC for that rou nd .  

ZEGREBATU CR -

Advanced g l a b rezu fi end i s h  servant  (Pathfinder RPG 

Bestiary 61 ,  294) 

hp 2 1 0  

SR 2 8  



FORT HALG 
Bhedlis's fortress is located on a small rise overlooking a 

tax house on a major road near Yled in Geb. He chose this 

site so that his spies could come and go unnoticed among 

the numerous caravans traveling the roadway. The soldiers 

garrisoned at the fortress are a mix of the undead and the 

"quick"-a term the undead of Geb use to refer to the living. 

1 .  Tax House 
The tax house provides a way station for traveling merchants 

and shipments of food headed to markets in Yled, but its 

primary function is to ensure that all taxes are paid and all 

regulations on goods and services are observed. In addition, 

the tax officers are trained to act as handlers for Bhedlis's 

spies, who make reports while coming and going on trade 

missions. The handlers are supervised by Gonnal Linorax, 

a high-ranking tax official and skilled manipulator. The 

fortress's quartermaster (use the stats for a traveling merchant 

on page 285 of the Path.finder RPG GameMastery Guide) keeps 

his office here, as he appreciates the efficient organization of 

the place and because it lets him talk to travelers. 

GONNAL L INORAX CR 14  

XP 38,400 

U nseen a rche r  (Pathfinder RPG NPC Codex 1 5 4) 

hp 1 0 1  
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HANDLERS (2) CR 1 1  

XP 1 2,800 each 
D i l et tante (Pathfinder RPG NPC Codex 1 5 1 )  

hp 57  each 

2. Courtyard and Wa l ls  
A dozen vampires guard the fortress's crenelated walls 

between dusk and dawn, while the same number of quick 

soldiers ward the post during the day. Below them, a 

courtyard holds stables for military mounts. 

QUICK SOLDIERS (1 2) CR 1 0  

XP 9,600 each 
Genera l (Pathfinder RPG GameMastery Guide 287) 

hp 85 each 

VAMPI RES (12) CR 9 

XP 6,400 each 
hp 1 02 each (Pathfinder RPG Bestiary 270) 

3. Entry 
The entry features prominent statues of Arazni and Geb. 

4. Kitchen and Pantry 
The pantry stores a bounty of food for Bhedlis's quick 

soldiers and thralls. Since the fortress usually has a surplus, 



the quartermaster sometimes sells the extra to traveling 

merchants (pocketing some of the profit). 

5 .  Qu ick Quarters 
The quick soldiers and spies live in a small cluster of rooms 

that offer a kitchen, latrines, and other amenities unnecessary 

for the undead. When not out and about, they can be found 

resting or eating here. These amenities were obviously once 

of excellent quality, but have worn out over the years and not 

been adequately repaired, as the undead decision-makers 

see no need to pay for upkeep of the quarters. 

QUICK SPIES (1 0) CR 1 0  

X P  9,600 each 
Schem ing  fencer (Pathfinder RPG NPC Codex 86) 

hp 98 each 

6 .  Wizards' Study 
Although education and research are not considered 

important activities for the spellcasters stationed at this 

fortress, there is a small library of books on necromancy 

and the undead in a study area. They are used by the 

necromancers and evokers under Bhedlis's command. 

PYROMAN IAC MAGES (2) CR 12  

XP 1 9,200 each 
hp 81 each (Pathfinder RPG NPC Codex 1 88) 

UN DEAD CREATORS (4) CR 1 0  

X P  9,600 each 
hp 1 00 each (Pathfinder RPG NPC Codex 1 86) 

7. Chape l  
The chapel i s  dedicated to  Urgathoa and Arazni. It's 

dominated by a massive stone table where ceremonial feasts 

are held on unholy days. The chapel is attended by Errebaz 

Benurga, a distinguished priest ofUrgathoa who resides in 

small but comfortable private quarters adjacent to the chapel. 

Under the ceremonial table is a shallow pit that opens 

into area 12. The table lowers to form a ramp if a hidden 

switch on the rear of the statue of Urgathoa is pressed. 

ERREBAZ BENURGA CR 1 4  

XP 38,400 

Master of u ndeath (Pathfinder RPG NPC Codex 56) 

hp 1 46 

8. Supply Rooms 
This room is used to store spare Gebbite military equipment, 

the specifics of which are left to the GM's discretion. 

9. C rypt 
While the sun is above the horizon, the fortress's 12 vampire 

troops rest in coffins here in the southeast wing of the 

dungeon or play at cultured society among themselves, 
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considering it too risky to go to the ground level where 

there are windows-or to go unbidden into Bhedlis's view. 

1 0. Dungeons 
The dungeons hold human thralls who are used as food 

for the vampires, ghouls, and other hungering undead who 

dwell in or pass through the fortress. Unfortunately, the 

thralls are suffering from an outbreak of a disease that's a 

also constant thorn in the side of Gebbite thrallkeepers. 

To the frustration ofthe vampires who depend upon them 

for sustenance, this affliction renders the affected thralls 

dangerous for undead to feed upon. 

SAYONAS (3) CR 12  

XP 1 9,200 each 
hp 1 61 each (Pathfinder RPG Bestiary 4 23 1 )  

HALF- L IFE  PALSY 

Type cu rse, d i sease, contact o r  i n gested; Save Wi l l  DC 20 

Onset 1 d 4  weeks; Frequency 1/day 

Effect 1 Dex damage and  1d3 Cha damage, a n d  any  u ndead 

feed i ng  upon  the v i c t im takes the same amount of 

Cha r i sma damage that the vict im has  u n less  i t  succeeds at 

a DC 20 Wi l l  save; Cure 3 consecut ive saves 

1 1 . Legionna i re's Vau lt 
The lower level of the fortress holds a vault where its 200 

zombie foot soldiers are stored. The mindless undead 

are often hired out to neighboring plantations for large, 

menial endeavors. When not in use, they stand dormant 

until Bhedlis personally orders them into action. 

ZOMBIES (200) CR 1/2 

XP 200 each 
hp 1 2  each (Pathfinder RPG Bestiary 288) 

1 2. Catacombs 
These catacombs are inhabited by a gashadokuro, which was 

formed by a famine that plagued Geb during the worst of 

the war with Nex. A switch on a statue ofUrgathoa matches 

the one in area 7; activating it causes the stone table in area 

7 to descend into this location. 

MOTHER'S EMBRACE CR 14  

XP 38,400 

Advanced gashadoku ro (Pathfinder RPG Bestiary 4 1 2 1 ,  288) 

hp 2 1 8  

1 3. General 's Quarters 
Bhedlis's quarters hold a shrine to Arazni. He keeps a 

crystal ball along with defiled relics of Aroden, Arazni, 

and Iomedae-souvenirs of his past crimes-in a locked 

chest. He prefers to administrate his agents' missions 

from his office here unless doing so would threaten a 

contact's cover. 



� ore than a century ago, Walkena, the mummy 

� 0f a child-god of ancient Mzali, sprang to life 

and struck down a regiment from the Sargavan 

city of Kalabuto. People looked toward the city of Mzali 

on the banks of the Pasuango River to witness an age­

old power rising like the burning sun. Moved by the old 

god's return to sovereignty, pilgrims streamed into the 

city, doubling Mzali's population in less than a decade. 

With this revitalization, the metropolis now teems with 

both possibility and tension. 

While Walkena has brought a renewed sense of energy and 

optimism back to some parts ofMzali, he has also outlawed 

foreign trade and forbids business with any agents from 

outside the Mwangi Expanse. As the population in Mzali 

expands, local resources struggle to keep up with the growth. 

His restrictive laws make life difficult for those citizens of 

Mzali who once relied on outside trade to survive; as a result, 

a large portion of Mzali's population lives in abject poverty. 

Some citizens of Mzali oppose Walkena's rule because of 

its brutality. While they're uncomfortable with being ruled 

by an undead child mummy, they remain mostly silent out 

of fear of being declared traitors and executed-or worse, 

killed and brought back as undead servants. Dissidents and 

those who offend Walkena or his worshipers are dragged 

out of their homes and beaten in the street as lessons to 

others in the neighborhood on the price of disobedience. 

Many of Mzali's citizens are fearful of their leader-even 

those who support his attempts to rid their land of northern 

influence. It's rumored that a resistance movement against 

Walkena bubbles secretly under the surface of Mzali­

whispers name this alleged organization the Bright Lions. Its 

members are said to fight against exploitation from foreigners 

just as Walkena does, but to preach the faith of the old gods of 

Mzali and reject the authority of the undead tyrant. Whether 

the Bright Lions actually exist depends on whom one asks, 

but believers hope the group will one day restore Mzali to its 

former glory under the guidance of the gods of old. 

Walkena is a descendant of the gods of ancient Mzali­

their blood both brought him back from the dead and 

granted him mythic power. He was not so cruel when he 

was a living child-god, though he was stern and upheld the 

tenets of law above all else. His sun aspect didn't refer to 

the life-giving properties of the sun, but rather to the harsh 

light that purified the world and illuminated its path. He 

was always strict, but when he rose as an undead creature, all 

trace of empathy in him vanished. Now he only goes before 

his people under the full light of the noon sun, with rare 

oils, gold-trimmed robes, and the ministrations of an army 

of servants doing much to disguise his grotesque nature. 

Yet, when not exposed to sunlight, he soon shrivels into a 

knotted corpse little larger than a toddler. This degradation 

leaves no doubt about his undead nature, giving him even 

more reason to address his followers only during the day. 

Walkena takes such a hard-line approach to the colonial 

invaders because he knows they will never leave his lands 

voluntarily. They've had a taste of what the Mwangi Expanse 

has to offer, and given the opportunity, the northerners will 



claim every resource they can. Walkena teaches his people 

that they must brutally fight against this exploitation, 

because an invader will not grant them peace and freedom­

that is something they must create themselves. Walkena 

hopes that when this current state ofbloodshed is finished 

and the invaders are sent back to their own shores, Mzali 

will return to its former glory. Only then will the whole of 

the Mwangi Expanse come to embrace his order and rule. 

Game Masters basing a campaign or adventure on 

Walkena and his control of Mzali may run into some 

interesting issues in play. The biggest difficulty with 

setting a campaign here would be if any of the PCs are 

not native Mwangi, as Mzali is a difficult place for outsiders. 

Avistani in particular are rarely seen in the metropolis, as 

it's illegal for them to even set foot into Walkena's territory. 

These invaders are hunted down, captured, and brought 

before a court for a short trial before their execution. While 

such trials are hastily put together, heavily biased, and 

unnecessarily brutal, it's said that a few influential captives 

have successfully pleaded their cases and been granted 

audiences with the child-god or his priests-whether the 

captives survived these meetings is another matter. 

Walkena's xenophobic policies would force non-Mwangi 

PCs to infiltrate the jungle metropolis and work their way 

past the defenses at the Temple of the Deathless Child. 

Of course, non-Mwangi PCs at a level appropriate to face 

Walkena likely have access to magic that can disguise 

their appearance, but Walkena keeps spellcasters posted 

within the temple grounds who perpetually use true 

seeinIJ (or similar divination effects) in order to screen for 

magical disguises. The temple has no protections against 

teleportation effects, however, making teleporting into or 

near the temple a relatively simple matter. 

To those who worship the child-god, Walkena grants the 

Evil, Law, and Sun domains as well as the Devil and Light 

subdomains. Walkena's favored weapon is the spear, which 

represents the piercing rays of the sun. 

WALKENA CR 1 6  

XP 76,800 

Ma le  mumm if ied h uman  orac le  1 2/h ie rophant  9 (Pathfinder 

RPG Bestiary 4 1 96, Pathfinder RPG Advanced Player's 

Guide 42, Pathfinder RPG Mythic Adventures 32) 

L E  Sma l l  undead ( human) 

ln i t  +2SM; Senses da rkv is ion 60 ft . ; Percept i on  +1 5 

Aura f r ig htfu l presence (30 ft . ,  DC 1 5, 1 d 6  round s) 

DEFENSE 

AC 27, touch 1 7, f lat-footed 22 (+6 a rmor, +1 def lect ion ,  

+3 Dex, +2 dodge, +4 natu ra l, +1 s i ze) 

hp 241 (1 2d8+1 72) 

Fort +1 6, Ref +1 1 ,  Will +1 4 

Defensive Abi l it ies ha rd to k i l l , myth i c  sav ing th rows, 

un chang i ng,  u n stoppab l e; DR 5/-; Immune undead 

t ra i ts; Resist f i r e  20 

Weaknesses vu l ne rab l e  to co ld 
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OFFENSE 

Speed 20 ft .  

Melee + 1  spear +1 3/+8 (1 d6+3/x3), s lam +1 2 (1 d6+3) 

Special Attacks bu rst of vengeance, d i v i ne  potency, dus t  

stroke, fa i th 's rea ch, f lex i b l e  cou nterspe l l ,  i n s p i red spe l l , 

myth i c  power (2 1/day, s u rge  +1 d 1 0), myth i c  spe l l cas t i ng  

Divine Source Spel l -L ike Abil ities (CL  9 th ;  concentrat ion +1 9) 

1/day-fire shield, flame strike (DC 25), heat metal 

(DC 22), hold monster (DC 26), magic circle against 

goad, prismatic sphere (DC 29), protection from chaos, 

sunbeam (DC 27), sunburst (DC 28), 

Oracle Spel ls  Known (CL 1 2 th; concentrat i o n  +22) 

6th (5/day)-blade barrierM (DC 26), fire seeds (DC 27), 

mass inflict moderate wounds 

5th (7/day)-flame strikeM (DC 26), greater command 

(DC 2 5), mass inflict light wounds, summon monster V 

(fi re e lementa l s  on l y) 

4th (8/day)-freedom of movement, inflict critical woundsM, 

summon monster IV, unholy blight (DC 24), wall of fireM 

3 rd (8/day)-dispel magicM, invisibility purge, prayer, 

searing light, fireba/JM (DC 24), inflict serious wounds 

2nd  (9/day)-communal protection from good"', death 

kne/JM (DC 22), desecrate, hold person (DC 22), inflict 

moderate wounds, resist energy, silence (DC 22) 

1 st (1 3/day)- burning handsM (DC 22), divine fovorM, 

inflict light wounds, obscuring mist, sanctuary (DC 2 1 ), 

shield of faith, sun meta/"' 

O (at w i l l )-b/eed (DC 20), create water, detect magic, 

guidance, light, purify food and drink, read magic, 

resistance, sparkAPo 

M myth i c  s pe l l  

Mystery f l ame  

STATISTICS 

Str 1 4, Dex 1 7, Con -, Int  1 0, Wis 1 4, Cha 30 

Base Atk +9; CMB +1 0; CMD 25  

Feats DodgeM, Extra Reve la t ionAPG (2), E l ementa l FocusAPo, 

Imp roved l n i t iat iveM, Imp roved Natu ra l  Attack (s lam)", 

I ron  W i l lM, L ig htn i n g  Ref lexesM, Tough nessM 

Ski l ls  D i p l omacy +25, Hea l  +7, I n t im idate +25, Knowledge 

( h i sto ry) +1 2, Knowledge (p l anes) +8 ,  Knowledge 

(re l i g i o n) +8 ,  Percept ion +1 5, Spe l l craft +1 5, Stea l th  +1 2; 

Racial Mod ifiers +4 Stea l th  

Languages Anc ient  Os i r i an i, Common, l g n an, Po lyg l ot; 

tongues (u ndersta nd  on l y) 

SQ amaz i ng  i n i t ia t ive, d i v i ne  sou rce (Ev i l ,  Law, S un, L ig ht, 

Devi l ), enha nced a b i l i ty (Dex +4), f i restorm (1/day, 

1 2  cu bes, 1 2d6, DC 26, 1 0  rou nds), focus of w i l l , gaze 

of f l ames ( 1 2  ro unds/day), heat a u ra (3/day, 6d4, 

DC 26), immo rta l ,  mo l ten sk in ,  o rac l e's cu rse (tongues), 

recuperat ion ,  reve la t ions  (fi re breath [1 2d4, 3/day, DC 26] ,  

wings of f i re [f ly speed 60, 12 m i nu tes/day]) 

Combat Gear scrolls of inflict serious wounds (4), scrolls of 

mass cure moderate wounds (4); Other Gear +2 padded 

armor, +1 spear, headband of alluring charisma +2, ring 

of protection + 1 



TEMPLE OF  THE DEATHLESS C H I LD 
This magnificent palace stands proudly in the center of 

Mzali, soaring above all other buildings to greet the sun 

as it rises to bless the Mwangi people each day. Among the 

serried ranks of domes, the highest point of this structure 

houses Walkena's royal chamber (area 1). It's difficult to 

reach, as hundreds of the child-god's fanatical devotees 

inhabit the temple, all of whom are ready to defend Mzali's 

most important structure at a moment's notice. 

Dozens of priests and temple guardians, both living 

and undead, fill the royal chamber at all times during 

the day, though a only small contingent remain after the 

blazing sun sets. Walkena's temple guardians are a mix of 

juju zombies and human fighters and rogues of at least 

6th level; the juju zombies guard only the upper levels of 

the temple. Not all ofWalkena's priests are clerics-many 

of them also practice arcane magic or follow the natural 

pursuits of druids and shamans. 

The High Priests of the Temple of the Deathless Child see 

to the administration of the temple-city of Mzali, and many 

of them further the fight against the northern invaders 

through subterfuge and outright warfare. All ofWalkena's 

high priests are at least 8th level in their chosen classes­

typically being clerics, druids, inquisitors, oracles, and 

shamans, though some high priests attained their station 

through exceptional skill or deed and have no aptitude 
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for spellcasting. The most influential of these high priests 

constitute Walkena's Inner Circle, as listed below. 

Nkiruka, the Voice (N female human bard 14), is the Prime 

Speaker of Walkena and arbiter of conflicts. She serves as 

a diplomat when not in the temple. 

Ochieng, the Strength of Light (LN female human juju 

zombie8' brawler'cc 15), killed over 200 northerners before 

falling in battle in defense of Mzali. She now commands 

the guardians of the Temple of the Deathless Child. 

Themba Sufu, the Shadow (LE male human rogue 

[spyAPGJ 15), commands Walkena's secret police force and 

ferrets out insurrections and attempted coups. His focus 

is normally directed toward illegal northern influences, 

but he has recently focused a fair amount of attention on 

the actions of the Bright Lions. 

Wekesa, the Sparrow (NE male human shamanAcc 13), 

serves as a spiritual leader and frequent voice of reason for 

the cause oftlie common people's plight. Wekesa maintains 

a number of interests within the city and a large network 

of eyes and ears. 

Worknesh, the Golden Blade (LE female human 

inquisitor'"c 12), is the High-Inquisitor ofWalkena and the 

Master of the Spears (commander ofMzali's martial forces). 

Zubari, the Guiding Ray (LE male human cleric of 

Walkena 15), acts as high priest ofWalkena and is his Prime 

Council, overseeing the day-to-day administration of Mzali. 



1 .  The Roya l Chamber 
A pair of curving stairways provides access to  the temple's 

throne room. As visitors ascend the stairs, they are greeted 

with eight statues ofMwangi deities, hero-gods, and cultural 

champions arranged in varying elevations and representing 

a breadth of ancient portfolios. A broad flight of stairs 

ascends deeper into the royal chambers. 

The topmost level of the Temple of the Deathless Child 

is Walkena's royal chamber. Soaring windows surround 

the outer walls of the temple, leaving it open to the warm 

jungle air, yet high enough above the city to allow gentle 

breezes to cool the sweat of the living guardians in the royal 

chamber. Towering columns decorated in mosaics and gold 

accents line the chamber's center. At various times during 

the day, sunlight dances across the gilded surfaces in the 

chamber, blinding and dazzling those who let their gaze 

wander carelessly. 

Curving alcoves in the east and west sides of the building 

hold shrines to forgotten Mwangi gods and heroes. The 

altars in these shines are always brimming with offerings 

and tributes to Walkena. 

Sweeping balconies flank the building (see area 2), 

facing the sunrise and sunset. Walkena (or one of his 

proxies) makes use of these balconies to deliver prayers 

and to address the citizenry each dawn and dusk. Special 

appearances occur at noon on the south balcony (see area 4). 
Another vast set of stairs ascends to Walkena's throne. 

Golden rays radiate from the back of the warm wooden seat. 

Four statues of ancient Mzali heroes stand guard around 

their king. Since Walkena is undead and thus requires 

no creature comforts, the child mummy spends much of 

his time on the throne when not directing followers or 

addressing his people on one of the sun balconies. Arrow 

slits line the walls, allowing unseen guardians to protect 

their child-god (see area 4). 

2 .  Ba lcon ies of the Speaker of the Sun 
This pair of balconies-one facing the rising sun and the 

other facing the sunset-is where Walkena and his priests 

address the people of Mzali and lead prayers. Though these 

large and spacious balconies are partially covered by a 

domed roof, they have no exterior walls. Each one provides 

a sweeping view of the temple-city and the wide plazas that 

spread out below the structure, where a hundred feet below 

thousands can gather to witness the prayers and addresses 

of their god-king. 

3 .  Chambers of Devotion  
Those most devoted to Walkena spend much of their time 

in these chambers praying and training. Many of these 

devotees possess the Mark of the Devoted feat, but not all. 

The southernmost of these areas feature spiral staircases 

that descend into the barracks that house Walkena's most 

fervent followers. These staircases allow reinforcements from 

below to stream into the royal chamber at a moment's notice. 
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New feat 

Most of the gua rd i ans  and pr iests who a re posted on the 

temple's top level have ded icated themse lves to Wa l kena 

and  have the fo l l owing feat .  

Mark of the Devoted 
You have p ledged you r  l i fe to defend Mza l i  aga inst i nvaders, 

and  w i l l  cont inue to do so even after you r  death .  

Prerequisites: 1 st- l eve l  cha ra cter, h uman  of Mwang i  

e thn i c i ty, Wa l kena  wors h i pe r, mus t  pe rson a l l y  c reate a 

token worth at l east 50 gp pr ior to an 8-hour brand ing ritua l  

du r i ng  wh ich you su rvive tak ing 2d6 poi nts of fi re damage .  

Benefit: Ded icated to r idd ing you r  l a nd  of co l on i a l ist 

i nvaders, you have p ledged your eterna l  sou l  to the purging 

of t h e i r  p resence from Mza l i .  U p o n  comp le t i on  of t he  

r i tua l ,  you  ga i n  f ire resistance 2 and a + 1  mora l e  bonu s  on 

W i l l  saves. 

When you a re ki l l ed, you r ise as a juju  zombie (Pathfinder 

RPG Bestiary 2 2 9 1 )  after 1 d4 m inutes. Upon r i s ing,  your 

a l i g nment changes to evi l .  Lawfu l  and chaot ic components 

of your a l ignment a re not changed. After th is transformation, 

you deal an  add i t iona l  1 d6 points of fi re damage with the 

s l am attack ga i ned from the template. 

Special :  I f  you are a j uju  zombie at the time when Mza l i  

i s  ent i re ly purged o f  fore igners, you r  duty t o  Mza l i  i s  fu l fi l led 

and you are immed iate ly destroyed .  

4. Balcony of the Noon 
The southern end of the temple features the balcony from 

which Walkena or his priests lead the noonday prayers. It 

is also used by priests for various ceremonial duties, and 

at other times when the child-god wishes to address the 

citizens of his city. From the streets of Mzali, this balcony 

is also known as the Tower of the Equals. The plaza that 

sits beneath this balcony is a public space, and all strata of 

Mzali life visit this place for spiritual enlightenment after 

their midday meal. 

Two doors in the interior of this part of the temple allow 

access to the conference chamber (area 5). In addition, 

ladders climb the wall to narrow platforms used by guards 

to peer through arrow slits in Walkena's defenses. Skilled 

undead archers (NE juju zombieB' fighter [archerAPGJ 5/ 

rogue [sniperAPGJ 4) keep watch from these platforms 

around the clock. 

5. Conference Chamber 
In  the rare times when Walkena i s  not on his throne 

or leading prayer, the child-god can be found here in 

conference with his most trusted advisors. Protected from 

eavesdropping with a permanent zone ef silence effect, this 

chamber is where Walkena directs his secret police and 

plans strikes against Mzali's oppressors. 



A,..<:;: s it slowly recovers from the horrors of the 

Goblinblood Wars, the nation of Isger finds 

_ itself a neglected puppet state largely abandoned 

by its liege nation, Cheliax. It now faces something far 

worse than goblins or bandits-an undead plague is slowly 

consuming the nation's hinterlands. The Wight Mother of 

Isger's undead legions have grown in number, power, and 

influence for more than century, gestating like a tumor. 

Born to Chelish commoners, Illcayna Alonnor was 

orphaned by plague in 4590 AR at the age of i3. The pox struck 

only her village, and in the years that followed, whispers grew 

that she had somehow caused it, and that she had danced 

gleefully atop her parents' graves, madness sparkling in her 

eyes. She reappeared in 4601 AR in the village of Finder's 

Gulch as the junior priestess of a local Urgathoan cult led 

by the exiled Ustalavic priestess, Cileidia Iomandi. 

Arrogant and ambitious beyond her capabilities, Cileidia 

raised a legion of wights the following year, only to see them 

slip the bonds of her control and rampage through the 

surrounding countryside. When they marched on Finder's 

Gulch itself, the elder priestess abandoned her flock. But 

Illcayna didn't flee-instead, she threw herself to the wights, 

weeping joyously and blessing Urgathoa as they tore her 

limb from limb. Tilcayna spontaneously resurrected, rising 

above her killers as a bone white, black-eyed version of 

herself, wrapped in an ethereal grave shroud. The daughter 

ofUrgathoa retained her mortal youth and beauty in all but 

two ways: one ofher hands sprouted black, scythe-like claws, 

and a mass of writhing, putrid tentacles extends below her 

waist, equal parts slick flesh and ghostly ectoplasm. 

After she took command of the wights, illcayna and her 

undead army overran Finder's Gulch, butchering every living 

creature except those who professed to venerate the Pallid 

Princess. Thinking iliemselves spared, this group praised 

Urgathoa and her new daughter. Then, smiling as she had 

when she'd danced on her parents' graves, illcayna slaughtered 

them, too, one by one. In one final act that sealed her status, she 

raised the cult members as undead and with them, pursued 

their former leader, Cileidia Iomandi. Dragging Cileidia back 

to Finder's Gulch, the newly created undead devoured her alive 

as a sacrificial offering to ilie mistress of undeath. 

In the years since her rebirth, the Wight Mother has 

expanded her cult and devised unique diseases and new 

forms of undead. From Finder's Gulch, her cult hunts the 

surrounding countryside, taking advantage oflsger's weak 

puppet government and the lingering internal devastation 

from the Goblinblood Wars. 
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The Wight Mother realizes that should word get out about 

her growing domination in western Isger-so close to one 

of the richest trade routes in Avistan-a response would be 

organized. As such, she spreads her cult's attacks between Isger, 

Molthune, and Cheliax. Her cult is preparing to eventually 

mount an assault on Isger's capital of Elidir. After the sack 

of Elidir, the Wight Mother intends to stop and expand no 

further, purposefully leaving the Conerica River trade routes 

untouched. She theorizes that so long as her coup doesn't 

impact their purses, Cheliax and Druma may willingly allow 

northern Isger to fall into illcayna's rotting grasp. 

Far from Finder's Gulch, the Wight Mother's most recent 

creation is the zombie plague unleashed on the village of 

Gillamoor, south of the Chitterwood. Illcayna infected a 

doomed Ustalavic merchant to carry the disease there, 

intending to use the town to test both the plague's efficacy 

and Isger's response, as well as that oflsger's Chelish agents. 

Aware of the undead's presence, Lay Kaltessa Iyis­

priestess of the archdevil Mammon-has begun investigating 

the Wight Mother's growing power. Though she cares not 

for ilie fate of random farmers and travelers in the Isgeri 

countryside, the Widow Queen's concern is that the wight 

horde might ultimately cause problems for her, for her own 

designs on Isger, and for Cheliax. To this end she sponsors 

unprepared and unwarned adventurers, sending them into 

those regions affected by Illcayna's undead blight to probe 

at the Wight Mother's power even as Illcayna's cult casts its 

own glazed eyes back upon the Widow Queen. 

I LLCAYNA ALONNOR CR 1 9  

XP 204,800 

Daughter of U rgathoa c ler ic 11 (Pathfinder Campaign 

Setting: The Inner Seo World Guide 309) 

N E  Large undead 

I n it  +8 ;  Senses da rkvi s i on  60 f t . ;  Percept ion + 3 1  

Aura desecrate (20-ft .  rad i u s) 

DEFENSE 

AC 3 1 ,  touch 1 7, f lat-footed 27 (+5 a rmor, +4 def lect ion ,  

+4 Dex, +9  natu ra l ,  -1 s i ze) 

hp 296 (22 H D; 1 1 d8+1 1 d8+1 98) 

Fort +22, Ref +1 3, Wil l  +23 

Defensive Abi l it ies channe l  res ista n ce +4, death 's emb ra ce; 

Resist fire 1 0; Immune undead t ra i ts  

OFFENSE 

Speed f ly 40 ft .  (pe rfect) 

Melee + 1 unholy great claw +26 (2d6+ 1 1/x4 p l u s  d i sease), 

+1 unholy claw +26 ( 1 d8+1 1 )  



Space 1 o ft . ; Reach 1 o f t .  

Special Attacks channe l  n egat ive ene rgy  1 0/day (DC 24 

[DC 27 for targets wi th i n  20  ft . ) ,  6d6), d i sease, hand of the 

aco lyte (9/day) 

Spel l -L ike Abi l it ies (CL 1 1 th; concentrat ion +1 8) 

Constant-desecrate (centered on  se l f )  

Domain Spel l -L ike Abi l i t ies (CL 1 7th; concentrat i o n  +23) 

9/day-b leed i ng  to uch  (5 ro unds) 

1/day-d i spe l l i n g  touch 

Cleric Spel ls  Prepared (CL 1 7th; concentrat ion +23) 

9th-energy drain (DC 2 5), wail of the banshee0 (DC 25) 

8th-create greater undead0, orb of the void"M (DC 24), 

unholy aura (DC 24) 

7th-blasphemy (DC 23), destruction°··· (DC 23), mass inflict 

serious wounds (DC 23), waves of ecstasy"M (DC 23) 

6th-blade barrier (DC 22), cold ice strike"M (DC 22), 

create undead0, epidemic"M (DC 22), harm (DC 22), 

plague starm"M (DC 22) 

5th-insect plague, mass inflict light wounds (DC 2 1 ), 

righteous might, slay living0 (DC 2 1 ), true seeing, 

unhallow (DC 2 1 )  

4th-divine power, fleshwarm infestation"M ( D C  20), 

freedom of movement, imbue with spell ability0, 

plague corrier"M, unholy blight (DC 20) 

3 rd-bestow curse (DC 1 9), contagion (DC 1 9), dispel 

magic°, inflict serious wounds (DC 1 9), protection 

from energy, searing light 

2nd-death knell0 (DC 1 8), dread bolt"M (DC 1 8), 

grace•PG, hold person (DC 1 8), inflict moderate 

wounds (DC 1 8), resist energy, spiritual weapon 

1 st-cause fear° (DC 1 7), command (DC 1 7), divine 

favor, doom (DC 1 7), obscuring mist, ray of 

sickening"M (DC 1 7), shield of faith 

O (at w i l l )-bleed (DC 1 6), detect magic, guidance, 

resistance 

D doma i n  spe l l ; Domains Death, Mag i c  

STATISTICS 

Str 29, Dex 1 9, Con -, Int  1 6, Wis 22, Cha 25  

Base Atk  +1 6; CMB +26; CMD 44 

Feats Abi l i ty Focus (d i sease), Combat Cast ing ,  

Combat Ref lexes, Command  U ndead,  F lyby 

Attack, G reat For t i tude, Imp roved Channe l ,  

Imp roved I n i t iat ive, Power Attack, Toughness, V i ta l  

S t r i ke 

Ski l ls Acrobat ics +1 5, B lu f f  +1 8, F ly  +24, 

I n t im idate +32, Knowledge (re l i g ion) +28, 

Percept ion +3 1 ,  Sense Motive +3 1 ,  

Spe l l craft +28 

Languages Abyssa l ,  Common, I nfe rna l ,  

Necr i l  

Gear + 1 unholy amulet of mighty fists, lesser 

extend metamagic rod, bracers of armor +5, cloak 

of resistance +2, minor ring of fire resistance, 

ring of protection +4, eye o intment (250 gp), 

p lati num unho ly symbol of U rgathoa (500 gp), 
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U rgathoan re l i qua ry conta i n i ng  herbs, o i l s, and incense 

worth 1 ,000 gp, 30 onyxes (5,000 gp), 3,250 gp 

SPECIAL ABILITIES 

Desecrate (Sp) The bonuses g ra nted by l l l cayna 's constant 

desecrate spe l l - l i ke a b i l i ty (wh i ch  i s  a lways centered on  

he rse l f )  a re ca l cu lated into the s ta t s  a bove. 

Great Claw (Ex) One of l l l cayna 's hands  i s  a tremendous  

scythe-shaped c law. Th i s  a t ta ck  i n f l i c ts  x 4  damage on  

a c r i t i c a l  h i t, a n d  i s  treated as  a n  ev i l  wea pon for  the 

pu rposes of overcom i ng  damage red uc t i on .  

Disease (Su) Bubonic Plague: G reat c l aw-inju ry; save Fo r t  

DC 24 ;  onset immed iate; frequency 1/day; effect 1d4 Con 

damage and  ta rget  i s  fat i g u ed; cure 2 consecut ive saves. 

The save DC  i s  Cha r i sma-based .  



F I N D ER'S GULCH 
The ruins of  the village, Finder's Gulch lie along the 

southern slope of a deep valley, formed by erosion from 

a stream that runs through the community. 

1 .  Outskirts 
The town's only road passes through dusty hills and several 

failed farms. Disheveled hovels sit amid sickly gardens 

and rusted farm equipment. Any outsiders who openly 

pass by the farms attract the attention of a pair of cult 

lookouts, named Moneris Sarin and Loga Umon. 

MON ERIS SARIN CR 17  

XP 1 02,400 

Grand necromancer  (Pathfinder RPG NPC Codex 1 93) 

hp 1 70 

LOGA UMON CR 17 

XP 1 02,400 

Fa i l e d  d i s c i p l e  (Pathfinder RPG NPC Codex 93) 

hp 1 75 

2. Charred Remains 
Behind the farms, on the outskirts of  the town, are the 

remnants of a series of large bonfires. Amid the ashes are 

several metal stakes driven into the ground, as well as a 
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scattering ofblackened humanoid bones. A half-dozen holy 

symbols, including a platinum amulet bearing the symbol of 

Pharasma (worth 500 gp ), can be found glittering in the ashes. 

This area is sometimes used as a site for sacrifices, where 

would-be do-gooders are burned at the stake in the name 

of Urgathoa. The anguish and despair suffered by these 

victims still lingers in this area as a haunt. 

IMMOLATION HAUNT CR 20 

XP 307,200 

N E  pers is tent h aunt (25 f t .  s qua re between the stakes) 
Caster Level 1 7th 

Notice Percept i on  DC 34  (to sme l l  bu rn ing ha i r  a nd  hea r  the 

sound  of agon ized scream i n g) 
hp 76; Trigger prox im i ty; Reset 1 week 

Effect When the hau nted a rea i s  entered, every c reat u re 

in the a rea is immob i l ized, as if affected by mass hold 

person. These creatures fee l  as t hough  the i r  hands  and  

feet a re bound  t o  a so l i d  stee l  r od  t ha t  has  been  d r iven 

into the ground beh i nd  them. A success fu l  DC 23  Wi l l  

sav ing th row negates t h i s  effect . 

S imu ltaneous ly, the ent i re a rea i s  fi l l ed  with swi r l i ng  ash, 

suffocat ing smoke, and  sk in -b l iste r i ng  c inders .  A l l  creatures 

i n  th is a rea a re affected as i f  by the spe l l  incendiary 

cloud. Those creatu res not  immob i l i zed may ha l ve the 

f iery damage with a su ccessf u l  DC  23  Ref lex sav ing th row. 



Destruction The meta l  sta kes must  be p u l l ed  from the 

g round  and  a l l  t he  humano id  bones  must  be g iven a 

proper, sanct i f ied bu r i a l .  

3 .  Corrupted G rove 
At the southern end of the town, growing along the steep sides 

of the ravine, stands a copse of trees that used to be a small 

fruit orchard. Formerly apple and cherry trees, these plants 

have been blighted since the arrival of the Urgathoan cult. 

Now they bear toxic fruit, and anyone who eats from the trees 

is poisoned as ifby arsenic (Pat�nder RPG Core Rulebook 558). 

The tainted grove is home to a giant corrupted protector. 

Grown from the poisoned seeds of the plants around Finder's 

Gulch in the years following the Urgathoan cult's advent in 

the region, this mighty barometz guards the town's southern 

flank, and ranges as many as 50 miles when commanded to 

do so by the Urgathoan creeping death druids (Pat�nder 

RPG NPC Codex 74) who serve the cult. 

CORRUPTED GUARDIAN CR 17 

XP 1 02,400 

Advanced f iend ish barometz (Pathfinder RPG Bestiary 4 1 6, 288) 

hp 297 

4. Town Center 
The center of the town, once bustling with trade, is now a 

den of furtive cult activity. At any time, dozens of cultists 

(Path.finder RPG NPC Codex 249) may be seen tending to the 

daily chores of the town. Many of the cultists are infected 

with diseases, including red drip (see the sidebar) and 

bubonic plague (Core Rulebook 557). 

Those who manage to pass through the center of town 

without attracting the attention of the cultists instead 

encounter the residual terror ofCileidia Iomandi, who was 

devoured alive after Illcayna Alonnor's coup. Her horrific 

final moments are preserved as a haunt. 

CAN N IBALIZAT ION OF C I LE ID IA IOMANDI  CR 1 8  

XP 1 53,600 

NE pers i s tent haun t  

Caster Level 1 8th  

Notice Percept ion DC 33 (to hea r  C i l e i d i a 's pan i cked 

p rotesta t ions  tu rn  i nto a b loody g u rg l e) 

hp 81 ;  Trigger prox im i ty; Weakness t r i cked by invisibility; 

Reset 1 day 

Effect When the hau nted a rea i s  e ntered, every affected 

creat u re sees a v i s i on  of C i l e i d i a  l omand i  s u rro unded  on 

a l l  s ides by a l a rge  c rowd of cu l t i s ts .  They swift ly converge 

on  he r, r i pp i ng  her l imb  from l imb  wi th their ba re hands  

and  gnaw ing  teeth .  

A l l  creatures i n  the a rea fee l  a s  t hough  they a re be i ng  

swarmed by a l a rge  crowd, and  a re g rapp led  as i f  targeted 

by grasping hand. The effect has  a CMB of +29 and a CMD 

of 39. This haun t  i s  pe rs i s tent, but  the g ra pp l e  must be 

ma i nta i ned  on  each rou nd  for each crea tu re affected .  
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l l l cayna's cu l t  is cu l t iva t i ng a funga l  i n fect ion from the 

Mwang i  Expanse known as red dr ip .  I t  can in fect both f lora 

and fauna,  and is now spread i ng  throughout western l sger, 

with F inder's Gu lch at the growing p l ague's epicenter. 

RED DR IP  

Type d isease (fu ng us), contact; Save For t i tude DC  18  

Onset 1 day; Frequency 1/day 

Effect 1d4 Dex damage and  1d2 Cha damage; Cure 

2 consecut ive saves or amputat ion of i n fected l imb  

Add i t i ona l l y, a l l  creatures i n  the a rea of t h e  h aunt fee l  

as though dozens of fi nge rna i l s  and teeth a re r i pp i ng  out  

c h unks of t he i r  f l esh .  Each i s  affected as  i f  by moss inflict 

serious wounds, wh i ch  dea l s  3d8+1 5 po i nts of negat ive 

ene rgy damage per  turn that  the creatu re rema i n s  i n  the 

a rea of the haun t  (Wi l l  DC  20  ha lf .) 

Destruction l l l cayna A l onno r  must be dest royed .  

5 .  F looded Ru ins  (CR  1 9) 
About a year ago, a rockslide dammed the stream flowing 

through town, creating a small bog that covers the northern 

half of the community. Ruined buildings still jut from the 

surface of the murky water, partially concealing the entrance 

to the Temple of Urgathoa (area 6 ). 

The flooded ruins are also home to a trio of gallowdead. 

These creatures were once adventurers who sought to 

destroy Illcayna, but now serve her for their failure. 

GALLOWDEAD (3) CR 16  

XP 76,800 each 
hp 228 each (Pathfinder RPG Bestiary 4 1 1 9) 

6. Temp le  of U rgathoa (CR  20) 
At the northeastern edge of the town is a small cave the 

cultists turned into a temple of Urgathoa. The cultists 

have carved blasphemous reliefs into the stone walls, 

and adorned the space with grotesque totems made of 

bones and human sinew. Intruders into the temple find 

it guarded by Illcayna Alonnor (see page 60), and a trio 

of her most trusted lieutenants (use the statistics for the 

master of undeath found on page 56 of the NPC Codex). 

At the rear of the cave is a secret entrance (Perception 

DC 20 to discover), which leads to a claustrophobic warren 

of subterranean tunnels. Parties that press deeper into the 

tunnels may encounter further evidence of the Urgathoans' 

malign influence in the Darklands below. Such explorers 

wouldn't be the first drawn to Illcayna's perverse work, 

which has already drawn the distant appreciation of the 

drakainia, Valpheme. 
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